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A great deal has transpired since you received 
your last GENERAL , Despite our apparent sloth H 
an image undoubtedly brought into sharper 
focus by the seemingly ever-worsening record of 
late delivery of the magazine, we've been busier 
than the proverbial one-armed paper hanger. 
This issue's philosophy will be restricted solely 
to the recent goings on. 

The biggest news is the "great deal" re¬ 
ferred to in our opening double entendre, Avalon 
Hill has just bought the entire Heritage Battleline 
series of wargames took, stock, and barrel. 
Heritage, which has recently reorganized under 
new management, decided to concentrate sole¬ 
ly on the miniatures end of the hobby and 
therefore sought a buyer for their line of board- 
games, Avalon Hill made the best of many offers 
for this fine line and hopes to cooperate with 
Heritage in the future on joint ventures such as 
the promotion of a line of SQUAD LEADER 
miniatures. The acquisition should prove to be a 
great deal for both parties. Avalon Hill will get 
some excellent proven designs to redevelop (in¬ 
cluding the excellent AIR FORCE/DAUNTLESS 
series which filled a long awaited need on our 
shopping list for a WWIt tactical air game) while 
Heritage will benefit from the increased cash 
flow from the sale itself and the ensuing royalties 
from our larger market. The hobby in turn will 
benefit from both companies getting a chance to 
do what they do best and the prospects of closer 
mutual cooperation in future projects 

At this writing, it is still too early to tell exact¬ 
ly which of the Battleline games will make the 
transition to Avalon Hill packaging and which 
will be discontinued after the present Heritage 
stock is exhausted. Our long range plans are to 
cull the best of the Battlelfne games for Avalon 
Hill redevelopment and new art treatment while 
allowing the lesser games to go the way of all 
flesh as existing inventories are exhausted. You 
can help us in this selection/redevelopment 
process by your feedback. If you have any com¬ 
ments or questions on any of the old Battleline 
games, please take the time to write us about 
your experiences. We would like your comments 
on play balance, typographical errors, rules 
omissions, contradictions, ambiguities or overall 
suggestions for any of these games. All we ask is 
that you place all of your comments pertaining to 
a single game on a separate sheet of paper from 
any other correspondence Be sure to Include 
your name and address with each page or pages 
pertaining to a single game. If you wish to 
receive answers to your questions include a 
stamped, self addressed envelope for each 
game you submit questions on. Do not enclose 
Battleline questions or comments with the same 
envelope/paper as other questions for Avalon 
Hill games or general correspondence. We will 
eventually answer all game questions accom¬ 
panied by a self addressed stamped envelope for 
those games which we reprint. Those which are 
discontinued will, in all probability, not be 
answered. 

We hope that many of you will find the time 
to take part in this program. One of the reasons 
many Avalon Hill games are so well thought of is 
our strong reliance on out-of-house piaytests 
which tend to uncover the majority of rules prob¬ 
lems before publication. The success of these 
"blind" piaytests can be measured by the com¬ 


parative rules failures of those titles rushed into 
print without one (witness THIRD REICH and 
MAGIC REALMiox example.) This is a chance for 
those of you who were shunned in our earlier 
playtest group selections to prove that you 
shouldn't have been overlooked. Those who 
prove their worth as piaytesters may be invited 
to participate in a critique of our revised editions 
or other piaytests and earn a free copy of our 
revised edition in the process. Besides, where 
else can you get your Battlellne game questions 
answered? 

In the meantime we have existing limited in¬ 
ventory on nine of the 1 6 Battleline games in 
their Heritage format. Those wishing to acquire 
these Battleline editions while supplies last may 
do so by ordering them now by mail from Avalon 
Hill at the following prices. You may use your 
GENERAL postage coupon or add 10% for 


postage and handling costs. 

FURY IN THE WEST 

(The Battle of Shiloh).$10.00 

ARMOR SUPREMACY 
(Tank Design Card Game) ......$ 7,00 

TRIREME (Ancient Nava! Warfare) . $14.00 
SAMURAI 

(Power Politics In Feudal Japan) . . $13.00 
ALPHA OMEGA 

(SF Spaceship Battles). . $13.00 

MACHIAVELU 

(Renaissance Power Politics) .... $13.00 
VIVA ESPANA (Spanish Civil War) . $ 9.00 
NAVAL WAR 

(Warship Battle Card Game).$ 9,00 

FLA T TOP 

(Air-Sea Battles In The Solomons) . $15.00 


These games are listed in descending order 
of our quantities available. Not all of these titles 
will be reissued in Avalon Hill packaging so their 
availability here may be your last chance to add 
them to your collection. More detailed adver¬ 
tisements for those still in stock at that time will 
be placed in the next issue. 

The other Heritage Games which we seek 
feedback for are: DAUNTLESS, SHENANDOAH, 
AIR FORCE r OBJECTIVE ATLANTA, CIRCUS 
MAXIMUS , and the AIR FORCE/DAUNTLESS 
Expansion Kit. 

The arrival of the Battleline games was not 
the only noteworthy happening around here of 
late. Noted Avalon Hill designer Randall Reed 
resigned to take a position with the government 
designing conflict simulations for the Marine 
Corps. Reed designed RICHTHOFEN'S WAR f 
1776 , CHANCELLORSVILLE r and STARSHIP 
TROOPERS during his 7 plus years at Avalon Hill 
as well as developing PANZER LEADER, 
TOBRUK and AIR ASSAULT ON CRETE. His 
latest project, Avalon Hill's first monster game, 
THE LONGEST DAY which has been under 
design for the past two years, will be finished on 
a free lance basis and should be available early 
next year. 

The Avalon Hill stable of designers remains 
full, however, with the recent employment of 
noted designer Kevin Zucker; previously 
associated with SDC, SP1 and OSG which by 
unofficial count gives him the undisputed record 
for employment by wargaming companies. His 
credits include: NAPOLEON'S LAST BATTLES, 

Continued on Pg. 32, CoL l 
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The Magical Mystery Tour 

By Richard Hamblen 


Here is a pretty problem to perplex a game 
designer: how do you capture the magic of fantasy 
literature in a game? Games and books can both 
present stories but they cannot possibly present 
those stories in the same way—and the thing thai 
makes fantasy literature come alive is the way it is 
told (the details; the depth and the descriptions of 
remarkable characters striving to cope in fantastic 
worlds). Fantasy exists only in the telling and is 
built entirely of skillful storytelling tricks and tools, 
[f games by their nature have different tricks and 
tools, then it is almost a contradiction in terms to do 
a game that captures the essence of fantasy. If you 
don’t believe there is that much clash between 
games and fantasy, consider these examples. 

First, variety. No matter how many times you 
read a book, it doesn’t bother you that it turns out 
the same way each time (in fact, It would bother you 
considerably if it turned out differently each time 
you read it). But you expect to play a game 
repeatedly, and you would be utterly outraged if it 
automatically turned out the same way each time 
you played it. In a book the hero may be portrayed 
as making decisions but, in fact he follows only one 
path of adventure. He may have the choice of join¬ 
ing a caravan bound for danger, leading an outlaw 
band, or seeking some lost treasure in the wild 
jungles, but he does only one of these and the others 
are mentioned only in passing. In a game the hero 
may want to change his adventure from one game to 
another and different heroes may want to do dif¬ 


ferent adventures in the same game. So, in the 
game, alternate adventures have to be constructed 
and presented, 

This is a major headache because of the second 
problem: detail. Fantasy adventures capture in¬ 
terest because they are explained in enough detail to 
make the experience seem real and to account for 
the hero’s thoughts and actions. Books can do this 
because only one adventure is detailed and the nar¬ 
rative can handle that quite nicely. In a game all 
possible adventures have to be detailed without 
much narrative (after all, you want m play a game, 
not read it). 

Fantasy games do have one advantage, but it 
just leads to the third problem: creating a fantastic 
world. Games can invoke a whole fantasy world in 
detail just by mentioning a fantasy world that has 
been carefully fleshed out in literature. After all, 
the people w ho buy fantasy games have almost cer¬ 
tainly read fantasy fiction First. The catch is that the 
fantasy book has fleshed out the world from only 
one vantage point. If nobody ever goes to look on 
the other side oT a hill, there is nothing there. In a 
game the world has to be filled out from all possible 
vantage points, so the whole world has to be built 
right down to the nuts and bolts. Games based on 
particular works of fiction have an advantage here 
because only the parts of the world that are in¬ 
teresting in the book have to be built in. A game 
about adventure fantasy in general, a game such as 


MAGIC REALM, has to include all the aspects that 
are present in adventure fantasy generally or it does 
not invoke its world. 

The headache is becoming gigantic, and there is 
yet a fourth problem: surprise. You get the most en¬ 
joyment out of a fantasy book the first time you 
read it because fantasy (like all forms of story¬ 
telling) relies heavily on surprise to entertain its 
readers and to create the illusion of real ex¬ 
periences. A game that entertains like fantasy each 
time it is played must therefore be able to surprise 
its players with unforeseen developments even after 
they have played it many times and have become 
familiar with its mechanics. (If being surprised by 
something that is familiar is not a contradiction in 
terms, 1 don’t know F what is.) In this case, a game 
based on the book is at a fatal disadvantage. If the 
game contains only the things that are in the book 
then it can hardly surprise you after you have read 
the book, and if it surprises you with things not in 
the book, it is hardly about the book. Fortunately, 
adventure fantasy generally is so full of variety that 
a game can be based on it and still provide surprises, 
but only if it can keep the players from becoming 
completely familiar with everything that can hap¬ 
pen. Here the very size and complexity of a general 
fantasy game becomes a key advantage. All the 
poor game designer has to do is to build a world 
with all of the variety and diversity of adventure 
fantasy. 

Ouch. 
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ILLUSTRATING COMBAT: 
Character vs. Character 


Tactics: The Dwarf threatens to use a ‘T’ strength FIGHT to inflict ‘Max¬ 
imum* damage regardless of armor, but his slowness forces him to rely on 
matching the Captain's maneuver direction to gel a hit. The Captain 
threatens to inflict Heavy damage that kills if it avoids the Dwarf's helmet, 
so he needs to destroy the helmet or make an undercutting attack that 
avoids the helmet. 

The Dwarfs fast DUCK avoids being undercut and forces any attack 
that matches his direction to hit his helmet, but his lack of other fast 
MOVES makes him predictable—he must DUCK, so the Captain can en¬ 
sure a hit each Round by Smashing. The first Smash will destroy the 
Dwarfs helmet and the second will destroy him (the Captain's attack will 
be resolved first each Round because his FIGHT is faster) so the Dwarf's 
only hope is tohil by matching directions on ihe first Round. He should run 
and the Captain should play a MOVE to stop him each Round. 

First Round 

Encounter step: Captain plays ‘MOVE M5 1 to stop the Dwarf from run¬ 
ning away. 

Melee step: 


Dwarf 

Attack: Axe, FIGHT T6* in 
Swing 

Maneuver: DUCK T3* in Duck 


Captain 

Maneuver: Shield, MOVE M4* 
In Duck 

Attack: Sword, FIGHT M4* in 
Smash 


Determining hits: The Dwarfs attack misses and is removed, the Captain's 
attack hits by matching directions (his Smash matches the Dwarfs Duck) 
and remains. 

Resolving hits: The Smash attack hits the Dwarfs helmet and inflicts 
Heavy damage (‘L 1 weapon weight plus one level for sharpness and one 
level for playing an overstrength FIGHT), destroying the helmet. The 
Dwarf wounds a 'FIGHT T5**\ 

Fatigue: Each character played one MOVE asterisk and one FIGHT 
asterisk so each must fatigue one MOVE or FIGHT counter. The Captain 
chooses a ‘MOVE M4* 1 , the Dwarf chooses a 'FIGHT H5*' 


Comments: The Captain could not play his ‘MOVE M5* in the melee 
because he had already played it in the encounter step. He needed the 
overstrength FIGHT to inflict the Heavy damage to destroy the helmet 
with one blow. 


Second Round of Combat 

Encounter step: The Captain plays ‘MOVE M5’ to stop the Dwarf from 
running. 

Melee step: 

Dwarf Captain 

Attack: Axe, FIGHT T6 # in 

Smash Maneuver: Shield in Duck, no 

MOVE 

Maneuver: DUCKT3* in Duck Attack: Sword, FIGHT M3** in 

Smash 

Determining hits: The Dwarfs attack hits because the Captain played no 
MOVE and ihe Captain's attack hits by matching directions. Neither at¬ 
tack is removed. 

Resolving hits: The Captain's attack has the lower FIGHT time so it is 
resolved first. It inflicts Heavy damage equal to the Dwarfs vulnerability, 
so the Dwarf is killed and his attack is removed before it is resolved. 

Fatigue: The Captain played two FIGHT asterisks so he must fatigue a 
FIGHT counter, choosing ‘FIGHT H5*\ 

Comments: The Captain could afford to play no MOVE in the melee 
because he knew he had a guaranteed first kill. If the Dwarfs attack had 
been resolved it would have destroyed the Captain's shield (the first piece 
of armor it came to) and killed the Captain outright. 

Note: The readying of weapons w'as irrelevant in this combat and was 
ignored to keep the discussion simple. Technically, both weapons were 
unready at the start of the first Round; the Dwarfs axe was readied when it 
missed but the Captain's sword remained unready each time it hit. The 
Dwarfs axe would have become unready when it hit in the second Round. 
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Well, that's the theory behind MAGIC 
RCA LM. 1 1 is meant to be a complete fantasy world 
so full of variation that the players have real choices 
to make, so full of diversity that no matter how 
many times it is played it can still surprise you with 
its situations, and so filled with detail that the illu¬ 
sion of a complete w r orld is created. All of this is 
derived from the annals and possibilities of adven¬ 
ture fantasy. You can ride with a caravan or warrior 
band, you can lead a campaign or build an empire, 
you can seek a fortune or a good light , you can meet 
and deal with the nobles or dregs of humanity, you 
can tamper with dangerous magical forces. You can 
never be sure of what you will find, or what will find 
you. 

One problem with such a diverse little world is 
that it is complex, so it takes some time to master 
tactics and techniques. In fact, parts of the game 
were purposefully designed to be subtle so that it 
takes a little thought to figure out how to use them 
to your best advantage. The game is full oT little 
puzzles that need to be figured out, and each game's 
puzzles are different (I am not referring to the 
rulebook, w hich is an inadvertent puzzle of a dif¬ 
ferent sort). 

With all of these possibilities in play, I am will¬ 
ing to have a little mercy and show you how to use 
certain game mechanics; you might call it a little 
guided tour of the MAGIC REALM, with some 
observations about the dangers and opportunities 
that can befall you including some advice on how to 
escape the dangers and make the most of the oppor¬ 
tunities. The individual elements will be discussed 
in roughly the order they are introduced in the EN¬ 
COUNTERS. So, if you're only partially through 
the ENCOUNTERS and come to a discussion that 
sounds utterly unfamiliar, it probably refers to an 
ENCOUNTER you haven’t reached yet (at least let 
us hope so). 

On with the guided tour. 

Stan where the game starts, with the players 
assembling the 20 hex tiles to form the MAGIC 
REALM . Strategy begins here because the place¬ 
ment determines how the road net fits together, 
where caves are, what areas will be blocked by 
mountains and what areas are accessible only by 
secret passages or hidden paths. The characters 
have abilities that give them advantages in different 
types of terrain, so a player can gain an advantage 
in the game by constructing the board to favor the 
character he hopes to play in the game. Some of the 
characters' advantages are obvious. The Dwarf is 
great in the caves and rotten outside of them, so he 
would like to see the CAVES tiles placed close to 
each other so that he spends as little time as possible 
when he moves outside of the caves. He would like 
them to be centrally located so they get in the other 
character’s way. Characters w r ho have an advantage 
in dealing with natives {such as the Captain, White 
Knight, Black Knight and the Wizard, because of 
his large number of friends) would like to see the 
VALLEY tiles containing the dwellings located 
close to each other* Characters who have advan¬ 
tages in certain tiles and who will work alone either 
because of weakness or special advantages should 
place their favorite tiles off out of the way, where 
other characters will not come in and mess things up 
(so the Witch and the Druid would like to see the 
RUINS off in a corner, and the Woods Girl feels the 
same way about WOODS tiles generally). The 
Wizard would like to see paths and passages gel in 
the way as much as possible. Other advantages are 
more subtle. The Dwarf likes caves partly because 
he is designed to face the slow monsters there in¬ 
stead of the fast ones in the mountains. The 
Amazon's extra move phase allows her to hide and 
move tw r o mountain clearings so she would like to 
see mountains blocking the board to hinder the 


other players. Characters who can take a Spell 
allowing them to fly like to make normal movement 
as inconvenient as possible, partly by placing the 
WOODS tiles where they w ill cut off sections of the 
board once they are enchanted. And so on. 

Once the board is complete, the Warning, 
Sound, Treasure Location, Lost City, and Lost 
Castle counters are scattered around to indicate 
w'hat dwellings, monsters and treasures are in each 
tile, while the ghosts and four garrisoned dwellings 
are placed in the VALLEY tiles. The inhabitants of 
the other tiles remain secret, although each tile's 
terrain gives some idea of what Jives there; small 
animals and nomadic tribes in the WOODS, 
treasures and slow, powerful monsters in the 
CAVES, and more treasures and smaller, faster 
monsters in the DEEP WOODS and MOUN¬ 
TAINS. 

This information is helpful when a player is 
planning how he will approach the game. Planning 
is important because each player chooses the condi¬ 
tions he must fulfill to win the game ahead of time, 
and because he has a choice of how to go about 
avoiding risks and gaining the power he needs to 
fulfill these conditions. It takes planning to deal 
with the dangers and opportunities in the MAGIC 
REALM . 

The first considerations in a player's plans are 
his character’s strengths and weaknesses. Each 
adventure he can undertake involves different 
tasks, dangers and rewards so a character should 
plan his endeavors to match his abilities. Once he 
has chosen his objectives, a character has the choice 
of going after them directly or going on minor ex¬ 
peditions to gain power first and then trying for vic¬ 
tory. A character can plan a whole string of adven¬ 
tures leading to ultimate victory. 

A player’s second consideration should be for 
the cooperation, antagonism or indifference of the 
other players in the game. Characters w r ho travel 
together and cooperate in combat and other ac¬ 
tivities greatly increase their ability to survive, 
search, trade and hire successfully. A whole group 
can profit from a leader’s abilities and discoveries if 
they all FOLLOW him (so they move faster when 
following the Amazon, use paths and passages 
when following the Wizard and hide better when 
following the Druid or Elf), although the group 
should search as individuals. Unfortunately, greed 
and fear are powerful motives for one character to 
attack another so characters must be careful of the 
company they keep. This is a consideration that 
leads many characters to operate on their own. In 
particular, characters w ho are weak in combat (the 
Witch, Druid or Dwarf) have reason to fear a strong 
character (the Elf, Black Knight or Witch King). 
The stronger character, in turn, has reason to fear 
that weaker characters will combine against him, A 
balance of power within the group helps, but this 
balance can fluctuate wildly or vanish as the 
characters are weakened or strengthened during 
play. In addition, certain characters’ powers are 
most effective when alone (the Druid's PEACE 
WITH NATURE) or at a particular location w'herc 
others may not care to go (the Dwarf in the CAVES, 
the Woods Girl in the DEEP WOODS), w hich en¬ 
courages these characters to go off alone. The net 
result is that the Druid, Dwarf, Elf, Witch, Woods 
Girl and Witch King often find themselves 
operating alone for one reason or another. 

Operating alone is not a guarantee against being 
attacked, however, since a character can hunt 
another down during play (a strong character like 
the Black Knight can even make a living off of hunt¬ 
ing down his fellow players). The system of record¬ 
ing moves and moving in a random order each day 
allows characters to track each other down once 
they are within a day’s journey of each other, since 


a pursuer can record a move to the quarry's location 
(and use the extra phases to search for hidden 
enemies, if the quarry is hidden). If the pursuer 
moves first and rolls successfully, the quarry is 
caught, and even if the attempt fails, the quarry is 
still within a day's journey and the tactic can be 
repeated until it succeeds. The Swordsman can 
move first perpetually to avoid being caught (or he 
can move first to catch up each turn when he is the 
pursuer), and characters with an extra MOVE 
phase (e.g. the Amazon or any character with 
horses) can outrun pursuit with a little care, but for 
most characters the only means of escaping pursuit 
is to duck into a path or passage the pursuer can’t 
use. A character who anticipates being chased is 
wise to search and prepare a few escape hatches 
ahead of time. 

Whether a character should seek or avoid com¬ 
bat depends on whether he can deliver the first kill¬ 
ing blow. Each Round of combat is an exchange of 
blows in which each character plays a FIGHT 
counter and weapon to show the speed, strength 
and direction of his attack and a MOVE counter to 
show the speed and direction of his defensive 
maneuver. If a FIGHT’S time undercuts its target's 
MOVE time then it hits. Otherwise it hits only if the 
two match directions. To see which opponent has 
the advantage in combat, look at the fastest FIGHT 
counter that each is able to play which can kill with 
one blow if it hits. The character whose attack 
would be resolved first (due to FIGHT time or 
weapon length) has the advantage. He can rely on 
playing that FIGHT counter and a slow MOVE 
counter because in an exchange of blows, his 
attack will kill first. The opponent w ho strikes sec¬ 
ond must play a MOVE counter thai cannot be 
undercut and a slow r FIGHT counter because if he 
can’t avoid the undercut, he is lost). However, if 
this slow FIGHT counter undercuts the first 
player's slow MOVE counter then cither player can 
be defeated by an undercut and the battle turns into 
a guessing game. If both players avoid being under¬ 
cut then the battle will be decided by who matches 
directions first. 

Striking the first blow in an exchange does not 
w r ork against armor, because the target will survive 
to return the blow (except when the attack inflicts 
'Maximum’ damage). An armored character can 
maneuver so that any blow that matches his direc¬ 
tion also matches the area protected by his armor, 
so only an undercutting attack from an unprotected 
area can circumvent the armor. An opponent who 
can make such an attack can ignore armor, but 
otherwise, he must first destroy the armor. If unar¬ 
mored, or lightly armored, he needs to undercut to 
destroy the armor quickly without being undercut 
himself. If his armor is stronger than his enemy’s, 
he can play fast FIGHT counters and slow MOVE 
counters to bring on an exchange of blows to wear 
down the enemy's armor. The battle is once more a 
guessing game in which lucky blows can change 
who has the armor advantage. 

Wounds and fatigue become important as a 
character loses his counters because he Joses his 
flexibility, his ability to avoid being undercut, and 
his ability to play undercutting attacks. Thus, a 
character with extra asterisks and counters will 
slowly gain the advantage in a prolonged battle. 

Some characters' peculiarities affect their tac¬ 
tics. Those with weapons too light to kill their oppo¬ 
nent or destroy his armor must use avoiding tactics 
and hope to stay alive long enough to wound him to 
death. Such Is the case with unready bows w r hich 
are unlikely to kill so their owners must rely on 
avoidance tactics until the bows are readied. 
Characters who can inflict 'Maximum’ damage can 
ignore armor and use first-kill tactics. The Knights 
must husband their easily fatigued MOVE counters 
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ILLUSTRATING COMBAT: Characters Against Monsters 


(Using Optional Rules 2.1, 2.3 and 2.6) 

Tactics: The Amazon’s armor allows her to absorb more damage, so she 
can let the goblins attack her; the goblins must ‘change tactics’ before they 
can wound her or damage her armor, since when lighter side up they inflict 
only Light damage (their sharpness star does not count because of the 
Armor Bonus optional rule). Then the Swordsman can safely concentrate 
on picking them off. 

Note: Neither character’s weapon is ready at the start of the combat. 

First Round of Combat 


Fatigue: None. 

Comments: Splitting the goblins into three groups limits the damage that 
they can inflict in the event they change tactics and turn over. The Swords¬ 
man’s attack will have a time of ‘4’—because of his Weapon 
Time—regardless of the counter he plays, so he plays his slowest counter. 

Second Round of Combat 

Encounter step: Amazon keeps five goblins. 

Melee step: 


Encounter step: The Amazon lets all six goblins attack her. 
Melee step: 

Distribution of Attackers 


2nd roll 1.2.3 
3rd roll 



4.5.6 

place in remaining direction 


to vacant box 


LI 

* 

3 

_ 

A 





1st Roll: (6) 
gels box <C) 

CHANGE TACTICS roll* 
I, 5: no change 





MO% 1 

M4 

uver 


Maneuver 


Maneuver 

Charge 

Ahead 


Dodge 

To Side 


Duck 

Down 


Determining hits: The two goblins in CHARGE/THRUST hit by match¬ 
ing; the rest miss and are moved to one side of the sheet. The Swordsman’s 
attack misses and is removed, his weapon turned ready side up. The 
Amazon hits by matching. 

Resolving hits: The Amazon’s weapon has the greater length so her attack 
is resolved first (because it is the first Round—see the Weapon Length 
optional rule). It inflicts Heavy damage, more than enough to kill the 
goblin. The remaining goblin then attacks, inflicting Light damage (the 
sharpness star is ignored because of the Armor Bonus) which has no effect. 


Distribution of Attackers: The Amazon places one ‘L’ and one ‘M* goblin 
in the box ‘A’, one ‘L’ and one 4 M’ goblin in box ‘B’ and the remaining ‘L’ 
goblin in box *C\ 

Targets: The Amazon attacks one ‘M’ goblin and the Swordsman attacks 
the other ‘M’ goblin. 

Plays: 

The Amazon plays a ‘FIGHT M3**’ and sword in THRUST and a‘Move 
M4’ in CHARGE. 

The Swordsman plays a ‘FIGHT L2 **’ and his readied sword in Thrust. 
Rolling for Monsters: The first roll is ‘6’ so the lone goblin from box ‘C’ is 
placed in CHARGE/THRUST; his CHANGE TACTICS roll is ‘1, 6’ so 
his counter is turned ‘M’ side up. The second roll is ‘2’ so the goblins from 
box ‘A’ go to DODGE/SWING; their CHANGE TACTICS roll is ‘5, 5’ so 
they do not turn over. The remaining goblins from box ‘B’ arc placed in 
DUCK/SMASH and roll ‘3, 4’ to CHANGE TACTICS, so they do not 
turn over. 

Determining hits: Both the Swordsman’s and the Amazon’s attacks under¬ 
cut their target’s MOVE times, so both attacks hit. The goblin in 
CHARGE/THRUST hits by matching directions, while the rest miss and 
are moved to one side. 

Resolving hits: The Swordsman’s attack has the lowest time so it hits first, 
inflicting Medium damage that kills the goblin. Then the next fastest 
attack, the Amazon’s, hits and kills that goblin. Both characters’ weapons 
are turned unready side up. Finally the goblin’s attack is resolved, inflicting 
Medium damage (the star is ignored because of the Armor Bonus) that 
wounds the Amazon (she loses her ‘FIGHT MS’) and damages her 
shield—the first piece of armor guarding the direction the goblin attacked. 

Fatigue: Both characters played two FIGHT asterisks so each loses a 
FIGHT counter, the Swordsman losing ‘FIGHT L3*’ and the Amazon 
‘FIGHT M4*’. 

Comments: The characters attacked the goblins that were most dangerous. 

Third Round of Combat 

Encounter step: The Swordsman takes one goblin, leaving the Amazon 
with two. 

Melee step: 

Swordsman’ sheet 

The goblin ends up in DODGE/SWING and changes tactics. 
Amazon’s sheet 

The goblins are placed together and end up in DUCK/SMASH w ithout 
changing tactics. 

Determining hits: The Swordsman misses and his attack is removed, his 
weapon readied. The goblin on his sheet also misses and is removed. The 
Amazon hits by undercutting; the goblins on her sheet miss and are put 
aside. 

Resolving hits: The Amazon kills another goblin. 

Fatigue: The Amazon fatigues a ‘FIGHT M3**’ for playing two FIGHT 
asterisks, and since it has two asterisks she ‘makes change’ and brings her 
‘FIGHT M4*’ back into play. 

Comments: The Swordsman took one goblin to take some pressure off the 
Amazon; he was perfectly safe because the goblin could not hit without 
matching directions, which would cause an exchange of blows in w hich the 
Swordsman’s attack would get the first kill because their times would be 
equal and his weapon is longer. The Amazon doubled up the goblins on her 
sheet to ensure she could not be hit without getting a hit. 

Fourth Round of Combat 

The characters swap goblins and kill them by undercutting. The 
Amazon killed four goblins, so she gets ten FAME and ten NOTORIETY— 
one for the first, two for the second, etc. The Swordsman gets three FAME 
and three NOTORIETY for his two goblins. 
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carefully. The Dwarf’s DUCK counter is his only 
fast maneuver, making it easy for opponents to 
match his direction. Against most opponents he 
must just duck and hope his helmet holds out until 
he gets in a lucky blow. 

The effects of the weapon times, armor bonus 
and weapon length optional rules are worth men¬ 
tioning. Weapon length and weapon times change 
who has the first-kill advantage each Round, par¬ 
ticularly on the first Round (when weapon length 
determines the order Of attack) and each time 
weapons hit (because they become unready), so the 
characters should change tactics accordingly. 
Readied bows gain automatic first-kill status. The 
armor bonus makes armor harder to destroy as 
heavy weapons can no longer in flict * Maximum' 
damage, medium weapons have trouble destroying 
armor, and light striking weapons cannot damage 
full armor at all! 

A quick examination of their counters reveals 
the tactics that opponents should use and which of 
them is likely to win. An armored character has a 
clear advantage and a character with the first-kill 
advantage has a decisive advantage if he can under¬ 
cut and avoid his opponent's armor. If both of the 
characters are armored and/or neither can under¬ 
cut then the outcome will hang on lucky hits where 
the directions match. 

A character who wants to avoid being over¬ 
matched or to avoid swapping risky blows can 
escape by running away. His opponent must play a 
MOVE counter equal to his lowest MOVE counter 
to stop him, but the opponent's MOVE counter 
asterisks count against the opponent’s two-asterisk 
limit that Round and thus prevent him from playing 
his fastest counters In combat. The opponent is 
wiser to not stop the character if stopping him 
would cause the opponent to lose the battle. This is 
particularly true when the opponents are equal in 
speed and armor. If one opponent is faster he can 
stop the other at little cost but since he is weaker 
than the other he would not want to. Rather, he 
should use his quickness to run away. 

The characters should play the game with these 
tactics in mind, A character should avoid enemies 
with superior fighting ability, and he should engage 
equal opponents only if the prospective gain is 
w r orth the risk, A character who can run away can 
afford to let himself be caught by an enemy, but a 
character who cannot run away must concentrate 
on evasive tactics and hiding to avoid combat. An 
important point is that a character's combat ability 
changes as his armor is lost, his FIGHT and MOVE 
counters are wounded or fatigued, and his weapon 
is readied. This has two effects on play. A character 
should avoid battles that will weaken him severely 
(especially battles that will cost him his irreplacable 
armor) even when he will probably win, and a 
character should prepare for combat so his combat 
ability is at maximum strength when combat 
begins. He should rest to recover wounded and 
fatigued counters, and characters with bows (or any 
weapons when the weapon times rule is being used) 
should alert them for the start of battle. 

The same considerations apply when dealing 
w ith monsters— fight only when the reward is wort h 
the risk, avoid dangerous monsters you cannot run 
from, avoid weakening battles, and prepare when 
battle threatens. Monsters, however, require dif¬ 
ferent tactics. 

In combat, monsters, have the disadvantages of 
being predictable, of having to attack and 
maneuver in matching directions each round, and 
of having only ‘tooth/claw' weapon length. When 
fighting a monster, a character can ensure victory 
by playing a killing FIGHT counter that strikes the 
first blow and either: I) undercuts the monster’s 
move time; or 2) matches the character's MOVE 


counter direction w-hen the MOVE counter cannot 
be undercut (so the monster cannot hit without run¬ 
ning into the character's first-kill attack). If the 
character can neither undercut nor avoid being 
undercut then he must get the first-kill advantage 
and hope for a lucky hit by matching directions. If 
he cannot get the first-kill advantage his tactics de¬ 
pend on whether he can survive a hit. If he cannot, 
then he must avoid an exchange of blows by playing 
a MOVE counter that cannot be undercut and play¬ 
ing a FIGHT counter in a different direction En 
hopes of striking an unreturned blow r . If he can sur¬ 
vive a hit, then he can use the normal tactics of 
undercutting or attacking and move in the same 
direction while avoiding Lhe undercut. The 
character should choose a play that works 
regardless of w-hich side of the monster counter is 
face up, but if he cannot then he should choose the 
less risky play, always remembering that the 
monster will probably noi turn over. 

A character facing a group of monsters should 
group them and treat them like one monster that 
gets the first hit. If he cannot survive their hits, he 
splits his MOVE and FIGHT counters. IT he can, 
then he uses normal tactics. Obviously, the 
deadliest monsters arc his first targets. (Note: When 
the monsters must be divided into three equal 
groups because the DEADLY REALM rules are 
being used* the character should concentrate the 
deadly monsters in one group and hope they keep 
missing w r hite he picks them off.) 

Groups of characters are deadly when they 
coordinate their actions in combat. A character can 
volunteer to be attacked by a monster and play his 
best MOVE counter to escape while the other 
characters use their best FIGHT counters to attack 
from three directions to ensure a hit. Against multi¬ 
ple monsters each character can volunteer to be at¬ 
tacked by the monster he can best avoid and attack 
the monster he has the best chance of killing, with 
the characters protecting each other from the 
monsters on their sheets. How r ever, characters can 
easily double-cross each other in group combat by 
attacking each other or just abandoning a character 
to his own devices after he has committed himself. 

Monsters on the APPEA RANCE CHART have 
only a one-sixth chance of being active and appear¬ 
ing on the board each day, and even when they do 
appear they will land on a character only if he is in 
the same clearing with the Sound or Treasure loca¬ 
tion counter or in the same tile with the Warning 
counter that triggered them. A character can avoid 
these tiles and clearings once he discovers what the 
counters are. Monsters that are already on a tile are 
more dangerous because when they are active they 
will automatically go to the character's clearing 
when he ends his turn in the tile, and even when they 
are inactive they block and fight characters in their 
clearings. This also means that when tw f o characters 
end their turns in the same tile, monsters can appear 
in the tile when the first one moves and then go to 
the second character's Clearing when he moves. 
This allows characters to decoy monsters into each 
other's path, causing groups of characters to draw 
crowds of monsters. However, a character who is 
alone and who is cautious about hiding and choos¬ 
ing where he ends each turn is safe if he is just mov¬ 
ing through monster territory. 

It is when a character is spending a lot of time in 
a tile (to find, move to, locate and loot a Treasure 
location there) that the monsters become a major 
problem. Every day more monsters can appear and 
move into his clearing, and they will attack as soon 
as he fails a hide roll at the start of his turn. (The ac¬ 
cumulation of monsters is extreme to the point of 
being ridiculous in the LOST CITY and LOST 
CASTLE where the treasures and monsters are con¬ 


centrated.) Caution and cooperation are the tools 
needed to deal with this problem. A character who 
avoids ending his turns in the tile as much as possi¬ 
ble (by peering into the tile from a mountain clear¬ 
ing in an adjacent tile to find the Treasure location 
counter, circling around outside the tile to move to 
it, and even dodging in and out of the tile while he 
locates and loots it) retards the accumulation of 
monsters there. Once monsters have appeared in 
the tile, he needs to hide each day, and if they are 
already in his clearing he needs to hide on his first 
phase or they will block and attack him. As the 
monsters gather, he can try to thin them out by 
fighting each group as it arrives, or he can move 
away and hide to draw them out of the treasure 
clearing and then go back when it is vacant. If a 
group is looting the treasure, one character can 
volunteer to move away, block any monsters he at¬ 
tracts and then run away during combat, leaving the 
rest of the group to loot safely and pay him a com¬ 
mission. Most importantly, w r hen things start to get 
too hot, the character can just leave. Staying 
around to draw just one more treasure is t he leading 
cause of character fatalities. Incidentally, notice 
that at a rate of two phases per day (one if you hide) 
it takes a long time to dig treasures out of a cave 
clearing, which gives the monsters a long time to 
gather. 

Treasures can completely change the way a 
character plays the game. Each treasure confers an 
advantage in some aspect of the game, and if a 
character gets a treasure that changes one of his 
weaknesses into a strength, it can change the whole 
balance of power in the game. Treasures are only 
tools, however, and a character must study how a 
treasure's advantage interacts with his own 
strengths and weaknesses to determine what tactics 
he should use to gel the best use out of the treasure, 
particularly when the treasure is interacting with 
another treasure that reinforces or cancels its ad¬ 
vantage. Sometimes a treasure is useless to a 
character, either because he cannot use it or because 
his own strengths are superior to the strengths it 
confers, li may be very useful to another character 
though, and this provides a real motive for 
characters to trade with (or plunder) each other, 
which is another reason why groups are helpful 
(trading partners arc always handy). 

Most treasures also have fame and notoriety 
values that show a treasure's effect on its owner's 
reputation among the righteous and the 
lawbreakers, and show how it counts towards his 
victory conditions. These values are somewhat op¬ 
posite, so treasures with a large value in one 
category often have a minus value in the other. 
Characters thus have the choice between holding on 
to (or discarding) treasures regardless of their 
values. Characters can also shuffle the treasures 
around to come to a balance of fame and notoriety 
that exactly fulfills their victory conditions. 

Treasures can also be sold for gold, which can 
be used towards victory determination or can be 
spent to buy items or hire natives. Natives can have 
valuable and useful treasures for sale, as well as im¬ 
proved weapons, more armor, and horses to carry 
loads (to improve a character's movement and to 
protect the character in combat). Natives can also 
be hired to fight for a character, to defend him in 
combat, to help him search, and to gooff in raiding 
groups to prey on monsters and characters while he 
stays safely behind. Friendly natives are a powerful 
asset who can turn useless treasures and gold into 
useful items and hired armies. So, a character is 
wise to operate in an area where friends are nearby, 
even if he has to wait at a dwelling to stop wander¬ 
ing friends when they appear. Hiring natives is a key 
to success, especially for characters who are 
operating alone or who have advantages in dealing 
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ILLUSTRATING COMBAT: Magic 


(Using Optional rules 2,1, 2,3, 2.6, 3.1, 6.3 and 6.4) 

Situation: The following characters end the day in the same Clearing, mov¬ 
ing in the order listed: White Knight, Woods Girl, Sorcerer, Pilgrim, Black 
Knight, W itch King and Druid (assume all weapons are ready side up). The 
Druid and Sorcerer are allied against the rest. All of the magic users have 
available Ihe Spells and transformed color counters referred to in this ac- 
count, but none of them have prepared MAGIC counters. 

First Round of Combat 

Encounter step: The White Knight plays MOVE H4** to stop the Sorcerer 
From running away and the Woods Girl plays MOVE L2** to prevent the 
Druid from running away. Then the remaining characters make the follow¬ 
ing plays, in the order listed: 

Sorcerer: Plays MAGIC 1V3* and a PURPLE counter (transformed IV5*) 
in his recorded FIERY BLAST Spell box. 

Pilgrim: Plays MAGIC 14* and a WHITE counter (transformed MAGIC 
16*) In his recorded EXORCISE Spell box. 

Black Knight: Plays MOVE H6 to run away unopposed; he leaves the 
Clearing. 

Witch King: Plays MAGIC VI2* and a PURPLE counter (transformed 
MAGIC IV4*) in his recorded TRANSFORM Spell box, 

Druid: Plays MAGIC 112** and a GREY counter (transformed MAGIC 
IB*) in his recorded STONES FLY Spell box. 

Melee step: The characters mixandpick their ATTENTION counters, and 
select their targets in the following order: 

Woods Girl; Selects Sorcerer 

Druid: Selects Witch King, White Knight, Woods Girl and Pilgrim, The 
Pilgrim’s Spel! is cancelled by the Druid's lower MAGIC time, but the 
Witch King's MAGIC counter is as fast as the Druid’s, so his Spell is not 
stopped. 

Pilgrim: His Spell broken, he chooses the Druid as the target for his Staff, 
Sorcerer: Selects the Witch King, W hite Knight, Woods Girl and Pilgrim, 
White Knight: Selects Sorcerer. 

Witch King: Selects the Sorcerer, stopping his Spell. 

The plays: 

Druid 

Attack: MAGIC 112** in Thrust 
Maneuver: MOVE L4 in Duck 
Woods Girl 

Attack: Ready bow, FIGHT L4 in Thrust 
Maneuver: MOVE L4 in Duck 
Pilgrim 

Attack: Staff, FIGHT M3* in Smash 
Maneuver: MOVE MS in Duck 
Sorcerer 
Attack: none 

Maneuver: MOVE M4* in Dodge 


White Knight 

Attack: Ready sword, FIGHT H6 in Swing 
Maneuver: MOVE HG in Charge 
Witch King 

Attack: MAGIC VJ2" iu Thrust 
Maneuver: none 

Determining hits: The Druid hits all of his targets by undercutting, the 
Woods Girl hits by undercutting (her weapon time is T the Pilgrim hits 
by undercutting, the White Knight hits by matching the Sorcerer’s 
maneuver direction and the Witch King hits by undercutting. No attacks 
are removed. 

Resolving hits: 

1. The Druid’s STONE FLY and the Witch King’s TRANSFORM have 
the greatest length and tie for fastest time, so they go into effect 
simultaneously, 

a. The Witch King rolls 1, i on the TRANSFORM Table and the Sorcerer 
turns into a Dragon. 

b. The Druid rolls 3, 5 on the MISSILE Table against the Woods Girl, in¬ 
flicting Negligible damage (‘L’ weight plus one star minus two levels for a 
£ 5’ result) with no effect. He rolls 2, 3 against the Pilgrim, inflicting 
Medium damage that kills him. He rolls 3, 6 against the White Knight, 
causing no damage. He rolls 2, 4 against the Witch King, inflicting Light 
damage that kills him. 

2. The Woods Girl rolls a 5 on the MISSILE Table against the Druid, in¬ 
flicting Light damage (*L S weight plus two levels for sharpness minus two 
levels for the roll), killing the Druid. 

3. The White Knight inflicts Heavy damage (‘H’ weapon weight—the 
sharpness does not count against an armored Dragon) which does not af¬ 
fect the Sorcerer/Dragon. 

Fatigue: The White Knight and Woods Girl each played two MOVE 
asterisks, so each fatigues one MOVE counter. The MAGIC and PURPLE 
counter played by the Sorcerer also fatigue. 

Comments: The Pilgrim was able to attack with his Staff because his Spell 
had been cancelled. The Sorcerer could have attacked if he had had a 
weapon; he would have had to attack the character on whom he had placed 
his ATTENTION counter (while ignoring the rest of his multiple targets). 
The way things worked out, he would have attacked as a Dragon instead 
of with his weapon. 

Second Round of Combat 

The Woods Girl and White Knight run away. 
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with natives. One hireling can volunteer to face at¬ 
tacking monsters so his owner can escape or attack 
safely, and a whole group can defeat any monster or 
group that is vulnerable to their weapons. A 
character who saves up the gold to hire a few groups 
and who chooses their opponents carefully (since 
natives will stand and fight to the last man even 
when they are doomed) has a big advantage, 
although hired armies usually do not come into play 
until late in the game when the characters have had 
a chance to accumulate gold. 

Escorting missions to their destinations and tak¬ 
ing treasures to the visitors who desire them are two 
ways characters can accumulate working capital 
without too much risk early in the game. Missions 
cost nothing except time, and once a character has a 
little gold he can buy items desired by the visitors 
and then sell them to the visitors for a fat profit, 
building up quite a bit of gold that he can then use to 
trade with or hire natives. 

Campaigns offer the powerful advantage of 
gaining allies at the cost of some fame and notoriety 
and then trading with and/or hiring these allies. 
Characters need to undertake some small initial 
adventures to get the fame and notoriety with which 
to start a campaign, and some careful planning is 
required to pay the price and still fulfill one’s vic¬ 
tory conditions, but a character who executes such a 
plan gains a huge advantage late in the game. 

Magic is so powerful that it dominates how its 
practitioners play the game. Spells are powerful but 
very narrow in application, so a character has to 
plan his game very carefully, predicting the dangers 
and opportunities he expects to meet and then tak¬ 
ing along the Spells he expects to need. Conversely, 
the Spells a character can take should determine his 
plans. Characters without combat Spells cannot 
plan on being aggressive, characters without pro¬ 
tection Spells cannot plan on operating alone, and 
characters without Spells that can help a group can¬ 
not count on the group’s protection. These limita¬ 
tions encourage different characters to follow dif¬ 
ferent game plans. The Sorcerer and Witch King 
have the Spells to be aggressive and independent. 
The Druid, Witch, and Elf have the Spells to 
operate alone and avoid trouble, and the Pilgrim 
has Spells that make him valuable in a group. Only 
the Magician and Wizard have complete flexibility 
in choosing how they will play the game. The main 
danger to a magical character comes from the 
danger that contingencies will arise for which he has 
no Spell, so every magical character needs to learn 
all of the additional Spells he can from artifacts, 
books. Treasure locations and visitors. 

A magical character also has to worry about be¬ 
ing able to cast the Spells he has. He should keep 
MAGIC and transformed color counters available, 
and he can greatly increase his power by transform¬ 
ing his tile (assuming it provides the proper color 
magic). Preparing magic is an effective way of en¬ 
suring that he will be able to cast his Spells, but it is 
expensive (it costs one phase to ALERT and then 
one rest phase to recover the MAGIC counter) and 
risks being blocked while the counter is fatigued, so 
it should be done sparingly (only w hen the character 
is in imminent danger). 

This completes the S2 tour of the MAGIC 
REA LM. A more detailed description of tactics and 
ploys would be nice but out of place in a general ar¬ 
ticle about the whole game. There are too many 
elements that determine the best tactics in a situa¬ 
tion and these elements vary too much from situa¬ 
tion to situation (the elements: different mapboard, 
different distribution of monsters as individuals 
and armies, and even different treasures and spells 
since only twenty percent of the possible treasures 
and spells get into play in any game—even change 


from game to game). The result is a game full of 
variation and surprises where the players have to 
figure out how to handle each situation as it arises. 

The different characters use very different tac¬ 
tics both in combat and in the play of the game. 
Usually it takes several games with the same 
character before a player learns how to make the 
most of his advantages and the least of his 


weaknesses, and even then unforeseen situations 
can catch him off guard. Hopefully this article gives 
you a general idea of the tactics that are available 
and how they can fit together in a plan that leads to 
victory, or at least that leads to an enjoyable 
journey into a realm of fantastic adventure. 

<s> 


ILLUSTRATING MOVEMENT AND MONSTERS 

The MONSTER ROLL is *6’ and the Bats are active, and two characters are in the CRAG tile with 
the ‘RUINS M’ Warning counter, the ‘FLUTTER 1 ‘ Sound counter and the monsters pictured in the il¬ 
lustration. 

By the luck of the draw the White Knight goes first, starting his turn with a HIDE roll which fails. 
Unhidden at the end of the phase, he is instantly Blocked by the Flying Dragons in his Clearing. At the 
end of his turn the active bats move around: first the bat in Clearing I moves to his Clearing, then two 
bats appear in his Clearing from the APPEARANCE CHART due to the‘RUINS M’counter and final¬ 
ly ihree bats appear on Clearing T because of the ‘FLUTTER 1’ counter there. The Warning and 
Sound counter are turned over: they could not cause any more monsters to appear this day even if there 
were any more monsters left to appear. 

When the Black Knight moves he too starts by HIDING, but he rolls successfully and is not Blocked 
by the bats in his Clearing. He then moves to Clearing ‘4’. w here he ends his turn; at the end of his turn 
the bats in Clearing ‘ 1 * move to his Clearing but the monsters congregated in Clearing ‘5’ have Blocked 
the White Knight and thus remain where they are. 


During combat the White Knight must fight the monsters in Clearing ‘5’, but the Black Knight does 
not have to fight the monsters in Clearing ‘4‘ because he is hidden (he can choose to fight them. 
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OUR HERO 
(Phase 3) 


OUR KERO 
(Phase 2) 


m 


OUR HERO 
(Phase 5} 
to Clearing 1 on 


OUR HERO 
(Phase 4) 


ILLUSTRATING 

AWFUL VALLEY 


What happens each phase: 

1. Nothing (see rule 48.3) -SP 

2. The tile is enchanted and turned over. 1 " -SP 

3. He moves to Clearing I -M(DWl) 

4. The Lite is enchanted and turned over again * -SP 

5. He moves oft’ to Awful Valley L -M( A VI) 

The Sorcerer must fatigue one PURPLE counter per 
enchantment. 


ENCHANTING AND MOVING 


The Sorcerer has two transformed PURPLE counters available, so he 
has a neat way to move to AVI (off the tile in the indicated direction! 
without being stopped by the Wizard. Berserker, or Magician. 

His recorded move (using his bonus Spell phase): 


SP SP M(DW1) SP MCA VI) 
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ADDITIONAL RULES SYSTEMS 

FOR MAGIC REALM By Richard Hamblen 


MAGIC REALM is a very flexible game that 
can he modified for a number of different pur¬ 
poses: solitaire play , combining game sets in one 
large game, etc. The sections below provide rules 
for modifying the game for these purposes. Playing 
aid charts for these and other rules are included in 
this issue'$ special insert. 

THE DEADLY REALM 

Players who have become familiar with the 
game mechanics will find that they can defeat or run 
away from nearly any monsters or natives that they 
meet in the game* Monsters should not be such pat¬ 
sies, so as soon as you start feeling nonchalant 
about running into enemies make the following 
changes in the rules: 

THIRD ENCOUNTER 

1. All Medium and Heavy monster counters are 
turned darker side up at the start of the game (and at 
the start of each month). 

2. During combat, when a character divides the 
monster counters on his sheet into three groups and 
places them in the white ATTACKING NON- 
CHARACTERS boxes, the attacking counters 
must be divided as equally as possible between the 
three boxes. The character can still choose exactly 
which counters go in each group, but the largest 
group can have at most one counter more than the 
smallest group. 

FOURTH ENCOUNTER 

3. The LOST CITY and LOST CASTLE counters 
trigger monsters just like Sound counters, except 
they trigger all of the monsters pictured in t heir sec¬ 
tions of the APPEARANCE CHART, After a 
character ends his turn and finishes placing the 
monsters that appear due to Sound counters in his 
tile, ir he is in the LOST CITY’s tile all LOST CITY 
monsters still in the MONSTER ROLL row are trig¬ 
gered and appear in the LOST CITY'S Clearing; if 
he is in the LOST CASTLE’s tile the remaining ac¬ 
tive LOST CASTLE monsters are placed in the 
LOST CASTLE's Clearing. 

FIFTH ENCOUNTER 

4. All unhired natives are turned darker side up at 
the start oT the game and at the start of each month, 

5. All attacking natives (and their horses) on a 
character’s sheet must be divided equally among the 
ATTACKING NON-CHARACTERS boxes as if 
they were monsters, (see rule 2 above) If a native 
and horse and monster were all attacking, each 
would have to be placed in a different box* 

SEASONS 

The TABLE OF SEASONS lists the 13 seasons 
of the year in the Magic Realm. Each season lasts 
one lunar month and modifies the game’s rules dur¬ 
ing that month, 

1, Procedure: Before the mapboard is constructed 
in a game, roll two dice and total them; the game 
will start on day 1 of the momh/season w f hose 
number on the TABLE OF SEASONS matches the 
number rolled, and thereafter the seasons follow in 
the order they are listed, one season per month. 

2. Effects: Each season's effects are indicated on 
the TABLE OF SEASONS. 

2,1 On the 7th day of the month the color magic 
named for the season is in effect instead of the color 
named on the PERSONAL HISTORY sheets, 

2*2 The number of MOVE phases required to enter 
each Mountain Clearing changes from season to 
season and is listed for each season. 


2,3 The manner in which campaign, mission and 
visitor counters are set up and used changes from 
season to season. 

2.31 At the start of each month these counters must 
be set up as described for that month/season. 

2.311 Counters listed under 'Dwellings’ or 'Loca¬ 
tions' must be placed at those locations on the 
board, and counters listed under ‘Boxes' must be 
set up in the named boxes on the APPEARANCE 
CHART, in the row r numbered '6’. 

2.312 Counters listed under ‘Continuing Cam¬ 
paigns’ are set up at the named locations and boxes 
only if the game is just beginning. If the game is 
already in progress when the season starts, these 
counters remain where they are at the moment. 
2*313 Counters that are not listed for a season are 
out of play that month. 

2.32 If 'mission to . . * 1 and a destination are 
listed for a counter, that counter can be taken to 
that destination for gold like a normal mission. 

2.321 A counter must be delivered to the destina¬ 
tion named for it that season; destinations named in 
the rules or in other seasons are ignored. 

2.322 The shortest route to the destination and the 
payoff (2 gold per Clearing) are calculated w hen the 
counter is taken, if no route exists or the destination 
has not been turned up, the payoff is automatically 
30 gold. 

2.323 The counter is delivered and the character is 
paid as soon as he enters the Clearing where the 
destination is located. The counter remains there 
for the rest of the month* 

2.324 Failure to deliver a counter to its destination 
costs 10 notoriety points. 

2.33 A visitor must be in a character’s Clearing for 
them to trade. A visitor cannot trade when he is off 
the board, being taken to a destination. 

2.34 Campaigns do not automatically end each 
month. When one season ends and another begins, 
all campaigns listed under 'Continuing Campaigns' 
continue. 

2.341 If a character has a campaign listed under 
‘Continuing Campaigns’ at the start of a season, he 
must keep that counter and continue the campaign. 
He is committed to killing all of the campaign’s 
enemies again {including any that revived at the end 
of the month) and must pay the campaign’s cost 
again at the end of the month if he fails. He must 
pay the campaign’s cost each month that he fails to 
kill its enemies* 

2.342 When a character succeeds in killing the last 
of his campaign’s enemies in a month hecan discard 
the campaign if he wishes, placing it at the starting 
location listed for it thai season* If he does not 
discard it immediately he must keep it until the end 
of the month and into the next month, if it con¬ 
tinues* 

2.343 A campaign automatically ends at the start 
of a season in which it is not listed among the ‘Con¬ 
tinuing Campaigns’. 

2*4 The four weather counters have different ef¬ 
fects in different seasons. Each season lists the ef¬ 
fects that each weather counter has. 

2.41 Weather determines how many days are in the 
week and how many phases are in each day. 

2*411 If there arc fewer then seven days in the 
week, the lost days are subtracted from the begin¬ 
ning of the week. Thus, in a week with five days the 
first two days will be crossed out and skipped over 
and play will start on the third day* 


2.412 Each day has t he i n d i ca t cd n u ni ber o f p h ases 
instead of the normal four phases per day for 
characters who stay out of caves. The limit in caves 
(and for the Dwarf) remains at two phases per day 
regardless of weather. 

2.42 Weather determines where bonus phases can 
be recorded and executed that week* Both the 
number of bonus phases and the types of Clearings 
where they can be recorded and executed are 
specified; to record and execute a bonus phase a 
character must be in the proper type of Clearing 
when he records it and he must be in the proper type 
of Clearing (not necessarily the same Clearing, 
however) when he executes it. 

2.43 Weather can cause characters to wound or 
fatigue one or more counters each day of that week* 
When a character starts his turn he must immediate¬ 
ly wound/fatigue the number of counters indicated 
by that week’s weather; if the weather inflicts the 
wounds/fatigue only in certain types of Clearing 
and he is not in such a Clearing, he does not lose the 
counters unless and until he enters such a Clearing. 

2.44 Weather can prohibit all of the characters in 
the game from PEERING or HIDING for a week* 
3, Explanation of the TABLE OF SEASONS: 
Each season’s effects are listed across the season’s 
row or the TABLE OF SEASONS* 

3.1 The MONTHLY SEASONS column gives the 
season’s name and number and describes it briefly . 
It also names the color magic on the 7th day and the 
number of phases required to enter a Mountain 
Clearing. 

3.2 The CAMPAIGN COUNTERS column lists 
the starting locations of the campaign, mission and 
visitor counters that season, indicates which can be 
taken to destinations for gold and identifies which 
campaigns continue* 

3*3 The WEATHER section is divided into four 
columns corresponding to the four weather 
counters, W r hen a particular weather counter comes 
up at the start of a week, cross-index its column 
with the season’s row to determine the weather ef¬ 
fects that week. 

3.31 The entry gives a one-word description of the 
week’s w r eather. 

3.32 The entry indicates how many days are in the 
week and how many phases there are each day* 
’Normal’ indicates a seven-day week and four 
phases per day. 

3.33 The entry indicates (in parentheses) how many 
bonus phases there are each day that week and the 
types of Clearings where they can be recorded and 
executed. 

3*34 The entry indicates in italics any special ef¬ 
fects that week—whether HIDING or PEERING is 
forbidden, the number of counters that must be 
wounded or fatigued each day, etc. 

SOLITAIRE PLAY 

To play an ENCOUNTER by yourself, use the 
normal rules for that ENCOUNTER plus the 
modifications given below. Use optional rules and 
the special solitaire optional rules given below as 
you wish. 

Modifications: 

1. Setting Up the Map: Set up t he BQ R DE R LA ND 
first and the CLIFF adjacent to it. Then shuffle the 
remaining tiles and stack them in random order 
without looking through the stack, and play each 
tile in turn from the top of the stack subject to the 
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normal rules except a VALLEY tile cannot be 
placed adjacent to a WOODS or VALLEY tile if 
any other legal placement is possible. If a tile cannot 
be played legally place it at the bottom of the stack; 
if unplayable tiles are left over at the end pick up the 
whole board and start over. 

2. Warning Counters: Set up the Warning 
Counters normally but do not turn up the counters 
in the VALLEY tiles. These counters will be turned 
up and the Dwellings and ghosts will be placed in 
them during the play of the game, in the same way 
that CAMPFIRES are placed in the WOODS tiles. 

3. Starting the Game: Pick any roadway that leads 
off the map and that also connects to the 
BORDERLAND and enter along that roadway as 
your first activity of the game. 

4. Winning: You must fulfill the ENCOUNTER’S 
victory conditions within one month to win the 
game. 


Optional Solitaire Rules: 

Each rule indicates the earliest ENCOUNTER 
in which it should be used. These rules can be used 
together or separately. 

1. Multiple Characters (FIRST ENCOUNTER): 
Choose any number of characters that you will use 
in the game. All of the characters enter along the 
same roadway, and all of the characters must fulfill 
the victory conditions within the time limit for you 
to win the game. 

1.1 Killed characters re-enter along the same road¬ 
way the day after they are killed. 

1.2 Special: These characters must Block each 
other whenever they get the chance. When one of 
them ends a phase of his turn in another’s Clearing 
and either of them is unhidden or has found hidden 
enemies, they must Block each other. (Note: 
Characters who are FOLLOWING—see the 
FIFTH ENCOUNTER—cannot Block nor be 
Blocked.) 

2. Hiring Characters (THIRD ENCOUNTER): 
The characters you are not using are in the game 
and you can start using them during play—for a 
price. 

2.1 Before the game stack all of the unused 
characters in random order, and each time a new' 
Dwelling is discovered roll one die to see how many 
characters from the top of the stack are placed at 
that Dwelling. After the last Dwelling has been 
placed put any remaining characters at the INN. 

2.2 Whenever your character ends his turn at a 
Dwelling he can hire any or all of the characters 
there by subtracting 20 points from his recorded 
FAME for each character he hires (recording minus 
FAME if necessary). 

2.21 A hired character remains hired until the game 
ends or until he is removed from play. 

2.22 A hired character is instantly removed from 
play when he is killed or the character who hired 
him is killed. 

2.3 You use hired characters just like normal 
characters, with certain exceptions. 

2.31 A hired character does not have to fulfill any 
victory conditions for you to win the game. He can 
carry items and record points normally, but all of 
his items and points count as if they were car¬ 
ried/recorded by the character who hired him. 
These items and points are lost and disposed of nor¬ 
mally if the character is removed from play. 

2.32 Hired characters cannot Block or be Blocked 
by other characters, and they cannot attack nor be 
attacked by other characters. 

2.33 Hired characters cannot hire other characters. 

2.34 Hired characters have no Spells recorded at 
the start of the game. They must learn (by reading 
runes) any Spells they record and use. 


THE EXPANDED REALM 

Players can combine their game sets to enhance 
the size, ferocity and richness of the Magic Realm 
they are playing in. Players can also add extra com¬ 
ponents to the game to enrich it, as explained in 
these guidelines. 

1. Combining Games — 

1.1 Certain cards and counters in each game set 
should be marked with an identifying symbol, using 
a different symbol for each set. 

1.11 The TREASURE SETUP CARD, the Dwell¬ 
ings, monsters, natives, square horse counters and 
campaign/mission/visitor counters should be 
marked. 

1.12 Warning counters, Sound counters, Treasure 
location counters, LOST CITY and LOST 
CASTLE counters should be marked only on their 
colored sides. 

1.13 All Spell cards, TREASURES WITHIN 
TREASURES cards, the LOST KEYS card, Spell 
Book cards, Artifact cards and Potion cards should 
be marked on their white sides only. Other cards 
need not be marked. 

1.14 Other cards, counters and tiles need not be 
marked. 

1.2 During initial setup, some cards and counters 
can be setup anywhere and some must be setup on 
their own SETUP CARDS. 

1.21 All of the tiles are dealt out and the board is 
constructed normally. The first BORDERLAND 
that is dealt out is the first tile played; subsequent 
BORDERLANDS are played like other tiles during 
the construction of the map. 

1.22 All of the ‘V’ Warning counters are mixed 
together and one is placed on each VALLEY tile. 
Similarly, all 1 W’ counters are mixed and placed on 
the WOODS tiles, etc. All of the ‘V’ counters are 
turned up and the Dwellings/ghosts placed in their 
tiles; each Dwclling/pair of ghosts must show the 
same symbol as the ‘V’ counter in the tile. 

1.23 All of the Sound and gold Treasure location 
counters are mixed together face down and five are 
placed in each LOST CITY or LOST CASTLE sec¬ 
tion. The remaining counters and the LOST CITY 
and LOST CASTLE counters are mixed together 
face down and one is placed in each tile with six 
Clearings. 

1.24 All type 1 Spells are mixed together and 
distributed randomly to the appropriate locations 
on all the SETUP CARDS. Type II cards are 
distributed similarly to their locations, etc. 

1.25 All small treasures are mixed together and 
distributed randomly. 

1.26 All large treasures are mixed together and are 
used, with the treasure counters, to fill the 
TREASURES WITHIN TREASURES section on 
each card. Then the remaining large treasures and 
the TREASURES WITHIN TREASURES cards 
are mixed together and distributed among the 
SETUP CARDS. 

1.27 Monsters, natives and square horse counters 
are set-up on their own cards. 

1.28 Weapon, armor and round horse counters are 
distributed normally. 

1.29 Campaign/mission/visitor counters are 
distributed normally; they do not have to be placed 
on their own SETUP CARDS. 

1.3 When a counter or card is taken from or re¬ 
turned to a SETUP CARD, the symbols determine 
which SETUP CARD it is taken from or returned 
to. 

1.31 The symbols on Warning, Sound and 
Treasure location counters indentify the card from 
which appearing monsters are taken. 

1.32 The symbols on Treasure location counters 
and TREASURES WITHIN TREASURES cards 
identify the card from which looted treasures are 


taken. Similarly, the symbols on Spell Books 
and Artifacts identify the card containing their 
Spells. 

1.33 The symbols on Dwellings identify the card 
from which natives are taken when they appear at 
those Dwellings. Similarly, symbols on natives, 
Treasure location counters and TREASURES 
WITHIN TREASURES cards identify the card 
from which appearing campaign/mission/visitor 
counters are taken. 

1.34 The symbols on monsters and natives identify 
the cards where they arc placed when they revive. 
Similarly, symbols on Potions identify where they 
are placed after they are used. 

1.35 The symbol on a native leader identifies the 
card where his group’s box is located. Similarly, the 
symbol on a visitor counter indicates w here his box 
is located. Items bought from or sold to a leader or 
visitor go to or come from his box, regardless of the 
symbols on the items themselves. 

1.4 During play, symbols are ignored in some game 
functions but not in others. 

1.41 A character cannot have duplicate treasure 
cards activated. 

1.42 A character can record the same Spell more 
than once, as long as each time he records it he 
learns it from a different Spell card. Each character 
should note a symbol for each of his starting Spells. 
Duplicated Spells all count towards the SPELLS 
victory condition, as long as they can be Cast. 

1.43 A mission can be delivered only to a Dwelling 
with a matching symbol. 

1.44 If a character has a certain group for 
ALLIES, he has all such groups for ALLIES, etc. 
For example, if Lancers are FRIENDS, all Lancers 
are FRIENDS; if Bashkars are ENEMIES, all 
Bashkars are ENEMIES, etc. 

1.45 Different groups of natives must be hired and 
traded with separately, even when they are in the 
same Clearing. Two groups of Lancers in the same 
Clearings would have to be hired in separate HIRE 
phases, for example. 

1.46 Conditional FAME can be acquired from any 
group of the indicated type. 

1.5 Any number of weather counters can be mixed 
together, but only one is picked and used each 
week. 

1.6 Only one MONSTER ROLL is made each dav; 
it applies to all SETUP CARDS. 

1.7 Two Swordsmen trying to be CLEVER at the 
same time roll to see who goes first. 

2. Augmenting Games— 

2.1 Extra monsters, treasures, etc. can be added to 
a game without adding all of the other components 
as well. However, these components should be 
added in complete sets—if one monster is added 
then one whole set of monsters should be added, if 
one treasure is added then one whole set of treasures 
and Spell cards should be added, etc. 

2.11 A set of monsters can be added to a SETUP 
CARD just by doubling the number of monsters 
placed in each box. A third set can be added, tripl¬ 
ing the number of monsters in each box, etc. Notice 
that the number of ghosts placed in the DANK V 
tile is affected similarly—doubled, tripled, etc. 

2.12 A set of natives can be added to a SETUP 
CARD in the same way, doubling, tripling, etc. the 
number of natives in each box. These natives can be 
treated in two different ways, as explained below. 
2.121 The added natives can be treated as part of 
the normal group in the box, so that together they 
comprise one oversized group. The codes of the ad¬ 
ded group should be changed so as to not conflict 
with the normal group’s codes; the leader of the 
added group is changed to the next highest number 
after the last regular member, and the rest of his 
group follows suit in order. The entire group has 
only one leader. 
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2,122 The natives can be treated as separate groups 
that are travelling together. The groups should be 
marked to distinguish them, and the added groups 
are given their own SETUP CARD where their 
boxes are located, Tne groups must be hired and 
traded with separately. 

2.13 A set of treasures and Spell cards can be 
added, but this requires another SETUP CARD to 
hold the treasures and Spell cards in the 
TREASURES WITHIN TREASURES cards. Spell 
Books and Artifacts. The TREASURES WITHIN 
TREASURES cards. Spell Book and Artifact cards 
themselves should be marked to show which card 
holds their treasures and Spells, The number of 
treasures in the Treasure location piles and in the 
natives’ and visitors’ boxes are doubled, tripled, 
etc, but the TREASURES WITHIN 
TREASURES, Spell Books and Artifacts boxes are 
not increased. 

2.14 A set of Sound, Treasure location and LOST 
CITY and LOST CASTLE counters can be added 
by doubling the number of such counters placed in 
each tile, but this requires the addition of a SI-TUP 
CARD, a set of monsters to go on it and a set of 
treasures and Spells for the treasure locations. The 
counters and cards should be marked to show their 
card, 

2.15 Warning counters can be added, doubling the 
counters placed, but this also requires a SETUP 
CARD, a set of Dwellings and a set of monsters 
(and a set of natives, if you want anyone to appear 
at the Dwellings), all of which should be coded to 
the card. 

2.16 Items can be added freely to natives’ boxes. 

2.2 Obviously you can rearrange the setup of 
counters and cards as you wish, shifting a few 
monsters or natives here and there, etc. It is par- 
ticularly interesting to have only one set of visitors 
in the game, for example, giving them all of the 
treasures and Spells that would ordinarily be scat¬ 
tered among several sets of visitors. All of the po¬ 
tions would return to them, 

2.21 The key point to remember when rearranging 
the setup is to mark the appropriate cards and 
counters to show which SETUP CARD they come 
from and return to (see section 1.1 and following 
for a list). 

2.22 For ease of play, never use more than one 
MONSTER ROLL per day and one weather 
counter per week. You’re on your own regarding 
play balance when you start fiddling with the setup. 

DEVELOPING CHARACTERS 

The players may wish to keep their characters 
from game to game and have them gain in strength 
depending on their success. These rules allows a 
player to keep a character from game to game and 
develop his strength. 

1. The Development section on the back of each 
character card is used. The first time a character is 
used he starts at his first stage of development, with 
the appropriate combat counters. Spells and equip¬ 
ment. 

2. During each game, each character must record 
and acquire a number of victory points equal to the 
next stage in his development. Thus, if a character 
was at his first stage of development he must record 
and acquire two victory points; a fourth-stage 
character would have to acquire five victory points. 
(Players who prefer longer games can agree to dou¬ 
ble or triple these numbers if they wish.) 

3. When a character fulfills his victory conditions, 
he wins and the game is over. 

3.1 Each character who has survived without being 
killed gains one combat counter. He gains one of 
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Once upon a time there was a game that tried to 
eat its designer . . . 

From the start, MAGIC REALM was meant to 
recreate a small but complete fantasy world with 
enough breadth and depth to allow adventuring. 
This admirable ambition led into strange byways 
filled with hoary design problems like 'limited 
knowledge’ and ’simultaneous movement', and in¬ 
fested with game systems that had never been seen 
before. Using novel game systems to slay (wound?) 
the classic design problems was heady stuff, but the 
very novelty of the game systems created a new 
problem. 

The new and terrible problem was: how much 
explanation is required for game systems that no 
one has ever seen before? At the same time, how 
much explanation could be done without having the 
game—and its players—choke on the verbiage? 
And how many rules could be presented without 
making the game incomprehensible and 
unplayable? The answers to these questions had to 
be balanced against each other in the wanting of the 
rulebook, lengthening explanations to explain new 
game systems, paring away verbiage to keep the 
rules from getting lost and cutting out rules sections 
or whole rules to simplify the overall result. Ex¬ 
postulation, brevity and completeness had to be 
balanced against each other, and the result was a 
rulebook that was a compromise. 

With the benefit of hindsight and the popular 
response to the game, it is now clear that some of 
our worries were groundless and that some of our 
compromises were wrong. The new game systems 
did not have to be treated so gingerly and explained 
in such detail (and so clumsily); they could have 
been made shorter and more comprehensible, par¬ 
ticularly with the aid of some charts. The space 
gained could have been used to present the rules sec¬ 
tions that had been dropped, and to organize the 
rules so that they could be referred to more easily 
during play. 

With this information In hand we're planning to 
revise the rulebook in a second edition (don 7 order 
this until we announce it is ready— we don’t know 
when it will be done and we've hopefully learned 
our lesson about making predictions). The game 
system is unchanged except for a few second 
thoughts about particular details, but the rulebook 
will be simplified and reorganized, and a lot of ad¬ 
ditional material that was originally cut out 
(solitaire rules, combining games, extending play 
from game to game, etc.) will be put back in. 

This article contains most of the new material 
along with some oT the charts that present the rules 
more simply. 

SECOND THOUGHTS AND ERRATA 

These changes in the rules either rectify typos, 
clarify ambiguities, reinsert rules that were deleted 
when the rules were simplified or correct contradic¬ 
tions and flaws that can arise in certain cir¬ 
cumstances. 


SECOND ENCOUNTER 

17.452 and MISSILE TABLE: The damage in¬ 
flicted by a missile weapon decreases by three levels 
when a l 6’ result is rolled on the MISSILE TABLE. 

17.464 ’Light' damage that is inflicted directly on a 
character without striking armor automatically in¬ 
flicts a wound. 

Optional Rule 2.2: A dagger has ’negligible' weight, 
one sharpness star, ’looih/claw' weapon length and 
no weapon time, whether it is readied or not. 

THIRD ENCOUNTER 

Optional Rule 3.1 All Trolls and Vipers are ar¬ 
mored and get the armor bonus. 

FIFTH ENCOUNTER 

41.5233, 43.333 and MEETING TABLE: Change 
the explanation of the 'GIFT' result to read: ’GIFT: 
If you are TRADING, the item is free and costs no 
gold, If you are H1RJNG you pay no gold to hire the 
nativefs), but if you do hire them you must subtract 
their value from your recorded NOTORIETY/ 

Horse counter: The slow r horse with no strength let¬ 
ter on its non-asterisk side should have *T* strength 
on that side. 

SIXTH ENCOUNTER 

49.31 Different characters can record the same 
Spell, but each character can record a Spell no more 
than once—he cannot duplicate it. 

49.32 When a character selects his Spells he can 
secretly transform any of his MAGIC counters into 
color magic so he has color magic available at the 
start of the game. He must reveal these counters 
when play begins. 

53.331 A character can record a Spell only if he has 
a MAGIC counter of the proper type to Cast that 
Spell; he cannot record a Spell he cannot Cast using 
his own counters. He can record a Spell if he has a 
MAGIC counter whose type has been altered (by 
WITCH’S BREW, etc.) into the type needed to 
Cast that Spell; the counter must be altered at the 
moment he records the Spell. 

53.332 A character cannot record a Spell that he has 
already recorded; he cannot record the same Spell 
twice. 

53.4 A character can count a recorded Spell towards 
fulfilling his USABLE SPELLS victory conditions 
only if at the moment he claims victory he has in 
play a MAGIC counter of the proper type to Cast 
that Spell. He can use MAGIC counters whose type 
has been altered (by WITCH’S BREW, etc.) to 
fulfill this requirement. 

FAERIE LIGHTS changes type HI counters into 
type II and type VII counters into type V] as listed 
on its card, instead of the changes listed in the 
rulebook. 

DISSOLVE SPELL (VI PURPLE) Spell, Instant 
causes the target Spell to be broken. It cannot be 
used against curses. 
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Optional Rule 6.3 STONES FLY must also be 
aimed. 

SEVENTH ENCOUNTER 

57.734 The WARLOCK pays bonus prices for the 
SCROLL OF ALCHEMY, not the SCROLL OF 
NATURE. 

59.1 There are four weather counters, not six. 

CHARACTER CARDS 

Swordsman; The Swordsman's BARTER ability is 
to roll one die instead of two when trading, as is 
stated on his card. The statement in the LIST OF 
CHARACTERS is wrong. 

Magician: At each stage of Development the Magi¬ 
cian gets the MAGIC counters indicated by that 
stage's Spells—at stage two he gets a type II counter 
instead of a type VIII» and at stage three he has 
types II and HI instead of V and VI. 

OPTIONAL RULES 

The rules listed as optional in the rulebook are 
optional to different degrees. Some are parts of the 
game system that are "optional’ solely because of 
the complexities they introduce; these rules should 
really be considered ‘advanced' rules that are left 
out only when the players are learning the game or 
when they wish to play the simplest version of the 
game. Some of the rules refine the game system at 
the cost of additional complexity; these rules are 
suggested for those players who are willing to put 
up with the complexity to improve the game. Final¬ 
ly, some of the rules arc truly optional and should 
be used only when they suit the players' tastes. 

Each optional rule's status is given below— 
either ‘Advanced 1 , ‘Suggested Addition' or ‘Op¬ 
tional', Some new rules are also presented, with 
their statuses. 

FIRST ENCOUNTER 

Optional: 1.1, 1.2 

SECOND ENCOUNTER 

Advanced: 2.1,2*2, 2.3, 2.6 

Suggested Additions: 2.7, 2,8 (new), 2.9 (new) 

2.8 Severe Wounds: When a character is struck by 
damage exactly equal to his vulnerability, he is 
severely wounded instead of being killed outright. 
He rolls two dice and wounds a number of counters 
equal to double the number rolled on the higher die 
(the lower die is ignored). This die roll is affected by 
Spells and treasures that affect die rolls generally 
(e*g., LUCKY CHARM), 

2.9 Alerting During Combat: A character can play a 
FIGHT counter during the encounter step at exactly 
the same time and under the same restrictions that 
he could play a MOVE counter to run away. If he 
plays Lhe FIGHT counter he cannot do any other 
actions that encounter step. If he plays the FIGHT 
counter then his weapon is instantly turned ready 
side up, and is ready for that Round’s melee step. 
(Special: The Berserker can play his BERSERK 
counter similarly during an encounter step to go 
Berserk,) 

Optional: 2.4, 2.5 
THIRD ENCOUNTER 
Advanced: 3.1, 3*2 
FOURTH ENCOUNTER 
Advanced: 4.3 
Suggested Additions: 4.1 
Optional: 4,2, 4,4 (new) 

4.4 Exchanging Characters (use this rule in place of 

2.4 Reviving): When a player's character is killed 
the player can choose a new' character and start the 
game over again at the start of the next day (or 


week). He can choose the character who was just 
killed or any other character that is not being used. 
He must take his starling weapon and armor from 
the destroyed armor counters, native groups’ boxes 
and/or abandoned piles on the board (in that order, 
if he has a choice); he cannot take them from other 
characters, and if he cannot get an item he must do 
without it (no substitutions are allowed). Impor¬ 
tant: The player must record new victory conditions 
for his new character, and each time his character is 
killed he must record an extra victory point (so he 
would record two extra points if he were killed 
twice), 

FIFTH ENCOUNTER 

Advanced: 5.1, 5.4, 5*5, 5.6, 5.7, 5.8 
Suggested Additions: 5.9 (new) 

5.9 Credit: When a character is rolling on the ALLY 
column of the MEETING TABLE to hire or trade 
with a native group, he can announce that he is try¬ 
ing to buy on credit. He must announce this before 
he rolls, and if he rolls a PRICE result and chooses 
to take the item he can pay the indicated price in 
gold any time within the next fourteen daysfeoum- 
ing the day of the transaction as the first day); 
however, he must immediately subtract the in¬ 
dicated price from his FAME, and he does not get 
these FAME points back until he pays back the 
gold—and if he fails to pay by the end of the J4th 
day he loses these FAME points permanently. He 
can pay back the gold any time he is in the same 
Clearing with the leader with whom he had the 
transaction even if the leader is under hire to some¬ 
one else. If the leader is killed he can still be paid 
when he revives at the end of the month, as long as 
he is repaid within the original fourteen days. 

Optional: 5.2, 5.3 
SIXTH ENCOUNTER 
Advanced: 6.3, 6.4, 6*5 
Optional: 6*1,6.2 

SEVENTH ENCOUNTER 

Advanced: Glory 

And a Final Word: Playing to four victory points 
makes for a fast game, but it is usually more satisfy¬ 
ing to add a point or two and play to five or six vic¬ 
tory points. This is particularly true when there are 
a lot of players, since the game tends to go fa*ster 
when there are more players; a game with a lot of 
players can actually end too quickly when they are 
playing io only four points. You can set the victory 
points to any level you wish, but suggested levels 
are: 


Number 

of 

players: 

Short 

Game: 

Moderate 

Game: 

Long 

Game: 


— 

4 

5 

5-8 

4 

5 

6 

9 + 

CHARTS 

5 

6 

7 


A number of charts which summarize informa¬ 
tion already in the game are included on the insert in 
this issue as a helpful playing aid. Players will also 
find a helpful compendium of frequently asked 
questions and answers on play of the game in the 
same insert* 
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Times Previous 


Rank 

Names 

on List Rating 

Rank 

i. 

W. Dobson 

14 

25IIRJP 

1 

2. 

K. Combs 

12 

2496SJQ 

2 

3. 

K, Chiang 

20 

2I78GHN 

4 

4. 

D. Cornell 

14 

21750HK 

3 

5. 

D. Burdick 

12 

2083EDJ 

8 

6. 

F* Freeman 

5 

2065 DEE 

7 

7, 

T* Qleson 

2t 

2Q60RRZ 

6 

8. 

D. Garbutt 

10 

2Q60DFJ 

5 

9. 

P. Kemp 

5 

2029DDH 

9 

to. 

P. Siragusa 

5 

2012CEF 

10 

II* 

j. Kreu z 

8 

1987FFJ 

13 

12* 

P* Huffman 

15 

1978EEG 

11 

13. 

L, Newbury 

14 

I944EGK 

12 

14. 

F, Preissle 

9 

I938IKS 

20 

15* 

M, Sineavage 

I 

1935CCE 

— 

16. 

J. Zajicck 

15 

I930GJP 

14 

17* 

S, Packwood 

19 

I928HHL 

16 

18. 

J. Sunde 

13 

1927110 

17 

19. 

j. Angiolillo* Jr. 

14 

1906DGI 

18 

20. 

D* Barker 

19 

I905FGL 

15 

21* 

J, Beard 

2 

1905CEG 

19 

22. 

L, Kelly 

5 

1SS7TUZ 

24 

23* 

R. Leach, Jr, 

14 

1881 FIN 

21 

24. 

R. Wood 

IS 

IS38IJS 

22 

25. 

N. Markevich 

4 

1825CDE 

23 

26. 

W. Knapp 

6 

1795JLR 

34 

27, 

C* Olson 

t 

1771 CHE 

— 

28. 

D. Greenwood 

13 

1770EEG 

25 

29, 

K. Blanch 

14 

I760FGJ 

26 

30. 

J. Gardner 

2 

I734CFI 

27 

31. 

B, Downing 

1 

1722CDF 

— 

32, 

P. Dobson 

10 

I718DEF 

28 

33, 

W. Leizin 

8 

I713CDG 

30 

34, 

T, Slafka 

7 

I706FFK 

32 

35. 

D. Munsetl 

7 

169SFDH 

33 

36. 

C, Combs 

2 

1693 LEC 

35 

37, 

T. Barulh 

8 

1693CDF 

36 

38, 

N, Cromartie 

8 

I683FFL 

31 

39, 

R. Zajac 

1 

1675CDD 

— 

40. 

S, Martin 

5 

IG73CFG 

38 

41. 

J, Uram 

4 

1669FGI 

41 

42. 

E* Miller 

7 

J666EHL 

39 

43. 

D. Wilcox 

1 

1659HJQ 

— 

44. 

F. Small 

12 

1650FFJ 

29 

45. 

P, Carson 

5 

1650ECE 

40 

46, 

F, Sebastian 

7 

I649EHL 

37 

47* 

\V. Scott, Jr. 

8 

1627FFL 

44 

48. 

B, Hayden 

5 

1624H1N 

42 

49, 

J, Rarick 

2 

1617CFI 

43 

so. 

K* MacDonald 

13 

1612EEK 

45 


ORDER BY PHONE 
TOLL FREE 

If your favorite game store does not have the 
game you want in stock and you have a valid 
American Express, Master Charge, or VISA 
credit card, call our Toll Free number 
800-638-9292 from anywhere in the Continental 
United States except Maryland to place your 
order. Our prompt mail order service will then 
speed your order to you with our usual lightning 
dispatch. You must give the order taker the 
number, expiration date, and name of your credit 
card along with your order and shipping address. 
We ship UPS wherever possible. If you prefer 
Parcel Post, be sure to specify this. 

The Toll Free number is good only for order¬ 
ing games or other merchandise from Avalon Hill 
by credit card payment. No C.O.D. orders can be 
accepted. The operator will be unable to answer 
game questions or switch calls to someone who 
can, 

Maryland residents must call 301-254-5300 
and ask for extension 34* Absolutely no collect 
phone calls can be accepted. The Toll Free 
number is not valid in Maryland* 
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EAST FRONT ASIDES 


Jon Mishcon, besides being one of our most 
valuable play test sources for CROSS OF IRON, 
vwjj the primary play test group head for the addi¬ 
tional CROSS OF IRON scenarios alluded to 
belowHe, and his cronies Joe Suchar and John 
Kenowen played all of these scenarios extensively 
before they were unveiled to the public last April , 
and as such is probably the preeminent authority on 
the subject at hand. Scenarios A through D were a 
special insert in Vol. IS, No. 6 of the GENERAL 
which is still available as a back issue for S3.00, 
Scenarios IOEHO make up the SERIES 100 
scenario pad and is available from the parts dept , 
for S4.00 plus 4QC postage and handling. 

The goal oT this article is to give players an in¬ 
sight into CROSS OF IRON playtesting and a han¬ 
dle on possible approaches to the individual addi¬ 
tional scenarios. 

We (1 note the inherent contradiction of a solo 
play tester—and hereby give full credit to my co¬ 
testers, Joe Suchar, Mike Suchar and John 
Kenower) see two aspects to play testing. First is rule 
busting—we all try hard to abuse the rules to win (If 
the rules don't specifically limit you then you are 
free to do whatever). Our biggest problem here is 
that we are all enthusiasts who know the game so 
well we’ve developed pre conceived notions* To 
help clear the vision we occasionally just completely 
reread the rules. 

Once the idiocy rules are eliminated, then we 
work on play balance. Our contention is that a 
game is very well balanced when excellent play on 
both sides yields no wider split than 60/40, Herein 
lies the most delicate task of game development and 
it falls entirely to Don Greenwood to evaluate our 
and others’ results and mesh them into one final 
product. The lion’s share of credit (and/or blame) 
must rest squarely in his hands. Which leads me to 
tactics. 

First, I might suggest that no one tactic in a well- 
balanced SL/COI game should work every time. In 
each chain there should be an ill-forged link and 
every thrust should be subject to parry. IT it takes 
players months to discover—fine. (It took more 
than 6 months for us to discover the defense that 
made Scenario 7 pro-American). Therefore each 
scenario wall only be reviewed in light of 
possibilities for attack and defense* 



Scenario A—Burzevo 

Winter 1941 finds the pressure on the Russian. 
The keynote to this scenario is survival as the Ger¬ 
man. This perhaps may best be accomplished by 
limiting the Russian advantages (I.e*, firepower & 
mobility) and maximizing the German advantages; 
defenders get first crack. 


A German leader on the second floor o f N2 with 
squad and MMG (and possibly a DC for dropping) 
should discourage Russian tank leaders from long 
exposure and yield excellent illumination. Consider 
placing the 3 Slugs in V8, U9, and U10 or Q3. R2 
and Q2 (ready to edge into P0, RQ and Q1 ) support¬ 
ing the 88 in either V9 or Q1 or RJ and being sup¬ 
ported by infantry with the ATR and at least one 
demo charge, either around the T9 woods or 
building S3. Bore sight all guns in real close and 
watch the Russian response. 

For the Russians, the only fatal approach is to 
try to simultaneously kill both squads and the 
major weapons* You must find the German weak 
point and use your L guns and superior armor to 
pierce that one point. Try to “roll up” the defense 
from a hole, I personally believe it’s worth three 
AFVs to try to overrun the 88, but rather than use 
even one for that, look for a sneaky FT shot* Do not 
hesitate to try and set woods afire if spreading fire 
will rout the rabbits from their warren. If you waste 
one turn in this little gem of a game I hear it is a long 
walk to Vladivostok. 

I rate this game as 55/45 pro German. 




Scenario B—Hilt 255.5 

This vignette of Kursk is a lovely demonstration 
of the power of SL/COI to highlight larger battles* 

The Russians should be aware that the Germans 
have only 3 avenues of approach: R7-S8, R4-S4and 
R1-S2* Since the Russians lack anti-tank mines, 
your only real chance to immobilize or destroy a 
German AFV is to lump mines in one hex. Consider 
placing 36 mines in perhaps R7 and 4 mines in S3 
and cover the R8 woods with leader directed MG 
fire. Use your infantry in entrenchments as much as 
possible in the woods of M7 and M4 and consider 
how well shielded J5 is for a last turn advance (say 
from J6 to J5 on turn 7 and from there to either J4 
or K5 on turn 8). If you have artillery or an ATG on 
M4 you are a long shot gambler; this hex covers a lot 
of terrain but it is too vulnerable. Wire in S3, R3, 
S5, S6, T5, and perhaps 04 covered by entrenched 
squads in Q4 (no leaders here), N3, M3, L2and N6 
will substantially slow the German rush. An ATG in 
J4 has a very interesting arc of fire—the German 
may initially ignore it only to find it covers critical 
hexes. Play for time and don’t hesitate to transfer 
reserves to the more threatened side. 

The poor Germans are stuck with AFVs that are 
very powerful versus AFVs and incredibly weak in 
mobility and anti-infantry power. The German is 
compelled by this lack of mobility to pick 
one—repeat 'ONE’^avenue. First, leave the Ele- 
fant somewhere close to Z4 as a fire base, then 
throw a brave recce squad (read suicide) down your 
chosen avenue* Now if it breaks in a lousy 4 mine 
hex you gotta decide to send another the same way 
or down a different lane (as a very tricky Russian 
won’t hesitate to occasionally put 4 mines without 


the 36 mine hex behind it). If all goes well you’ll 
thrust down, say Rl, then up onto the second level. 
Try bringing in an offboard smoke shell concentra¬ 
tion supplemented by Engineer smoke—then 
charge your best troops (a 10-2, 9-1,8-3-8 and 3-3-8 
stack is super for do-or-die jobs) with close armor 
support right into the damn N3 woods. You could 
do far worse than to set I he w oods afire. 

If you penetrate this first morass, you can then 
push your armor deep. Bring the Elefant in on the 
road and smoke the hilltop and charge again over 
the crest* If the Sturmoviks and the Russian FT 
don’t get you, you ! ve won a real victory. 

Rate 65/35 pro Russian, but a lovely historical 
situation. Players might w-ish to delay the Russian 
reinforcements one turn to help play balance. 



Scenario C—Bukrin Bridgehead 

lust Tor fun, glance at Scenario 107 before you 
play this. Pressure again on the Russians* 

German player should plan to win this one with 
his reinforcements* If the Russian armor is com¬ 
mitted prematurely, the German can essentially 
throw aw r ay his light armor to immobilize the T34 
and destroy the T70 from in close. The German 
might put his 10-3 and two 8-3-8’s in 5C8 and a 9-2 
with two 8-3-8’s in 5F8 with a mix of 
Panzerschreck, DC, and LMGs. Backed up by 
251/10 in 5CIO, 5F9 and 5G10 they both block ar¬ 
mor motion and arc a very potent counterattack 
force. Place all your armor behind woods all on one 
side (suggest south side Board 4) and all flak, mor¬ 
tars and MGs beyond a 20 hex radius of 2R2* If the 
Russian insufficiently defends his northern Hank, 
don’t hesitate to mount up two 8-3-8s and a leader 
in halftracks and counterattack Hill 621. The threat 
alone may unhinge the Russian offense* Remember 
an armor leader w r ith a 20L gun gets 2 shots for im¬ 
mobilization* 

The Russian must consider trying to sweep 
Board 4 from cither North to South or vice versa. A 
strong German force blocking the northern end of 
Board 5 is best contained by four or so squads with 
a couple ATRs. Use 6-2-8s along the hilltop of 621 
to man your weapons as the German will be able to 
duel with you. Putting the 9-2 with the 50 cal. MG 
and three squads in 2R2 has a lovely field of fire and 
a good chance to dig in on the first turn, hut indirect 
fire weapons in the 2S3 woods are very vulnerable 
to German mounted counterattack. The 621 hilltop 
is safer but much more limited* 

Sneaky Russians might warn to set up the ATG 
and perhaps the artillery on 5FFQ and push them in¬ 
to 5GG1 on Turn l. If all the German armor is in the 
south of Board 4 and all those HTs and ACs start to 
scoot around, you can frequently see them through 
wheatfields and they can’t see you. Look for the 
German to try and draw your 50 eaL fire to allow his 
suddenly converging infantry and light armor 
around your T34. Although the T34 and T70 must 
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advance beyond safe areas, Fd work hard to cover 
them with infantry fire, if yourT34 is immobilized, 
the German reinforcements will be almost impossi¬ 
ble for your remaining forces to handle* It goes 
without saying that the judicious sacrifice of a few 
squads to desperately clear away Germans from 412 
may clear 4B5 even better* 

Rate as 55/45 pro German. 



Scenario D—Delaying Action 

Very historical, i.e*, very tough on the Ger¬ 
mans* 

As the Germans you cannot hide away in nifty 
corners. You must try to kill two AFVs somewhere 
at the cost of only one leader or squad. Isolated 
squads in, say R5, die too easily but if you try to in¬ 
terlock fire, perhaps around K9,16, 15, H2and K2, 
the Russians will pound you with those 122s at 5 hex 
range* Obviously go for the T34s and don't waste a 
precious AT shot at a JS, 

Russians will find this is more a naval exercise 
than armor action. Set tanks in line ahead like old 
ships-of-the-line* Whenever possible end a move 
with A guns right, X A guns left and A forward. 
Don't hesitate to pound a woods hex ahead that you 
will pass adjacent to. Don't forget a wily German 
can start in R7 and advance hidden into A7* Take 
your time—you've got scads. 

Rate as 70/30 pro Russian and recommend 
players try it with five T34/85s and two JSI, with 
100L guns. 

SERIES 100 

Scenario 101-110 

Scenarios 101-110 are, in fact, a form of time 
lapse photograph of the East Front* If you look 
carefully at the breadth of these games you'll note 
the tactical changes engendered by changing 
weapons and growing losses for both sides. In 
scenarios dealing with the early 40s, the Russian 
player may best accomplish goals by concentrating 
overwhelming power at one point while the Ger¬ 
mans use superior leadership to orchestrate small 
mobile teams into a multi-purpose threat. As the 
campaign ages, the German leadership edge 
dwindles and the advantage of flexibility shifts 
toward the Russian. By considering each scenario in 
this light, players may gain insight into play and see 
how well the play mimics history* 



Scenario 101—Blocking Action At Lipki 


This peek at Barbarossa is not a slashing ar¬ 
mored advance. Rather, we glimpse the sudden 
recognition shock of German armored mechanical 
inferiority and how difficult it is for the Russians to 
coordinate their forces. 

The Russian player will in essence dictate the 
flow of the game* He may decide to opt for either a 
pure northern or pure southern flanking move. Any 
attempt to split the Russian forces should lead to 
their easy defeat . I tend to favor the northern move. 

Using your BT7s, move quickly towards 2F8 
with the trucks next in line followed by the T24 and 
KV* If you hold back your attack till the KV can be 
brought to bear you will be facing an entrenched 
opponent who threatens to zip into your rear. 
Rather, 1 suggest going in with the BTs and T34 sup¬ 
ported by on-foot infantry advancing behind the 
4AA9-4FF6 hedgerow. Try to loop around the 
stone wall at 4Z1 and constantly threaten to exit. 
However your true aim should be to try and kill 10 
German squads* As the German moves AFVs to 
prevent your exit, concentrate on his armed HTs 
and Mark Ills. As the final coup, don't hesitate to 
use the fat KV to overrun a woods or building posi¬ 
tion. Balancing the threat of exit with the actual 
killing of Germans should lead to victory—but 
don’t be surprised if you are left with token strength 
at game's end. 

The German player must be energetic* If the 
Russian splits his force, don't hesitate to throw all 
your mounted forces against his weaker Hank. I like 
an 8-1 with a squad and two LMGs in the 251/1. 
Leave the 251/1 and the 251/10 back to give sup¬ 
port fire as your Mk Ills move into the 7-14 hex 
range behind the Russian AFV. If the Russians 
rotate to face you, the 251 /10goes for side/rear kill 
(or the tracks). The KV is particularly susceptible to 
circling attacks* 

Assuming that the Russian is unified, let him 
come to you, but the wheatfields, walls and hedges 
made a final exit stand chanccy. You’ll quickly see 
that attempts to get hull down in 4Y1 are negated by 
the Russian holding 4Z8* If you put the 28LL 
anywhere other than 4X1 you must support it with 
interlocking AT fires (or else your only gun will 
quickly develop tread-mark overlays)* I do like 
the 28LL in 4X1 with infantry dug in at 4Z0, 
Everyone else slays flexible and as far forward as 
possible. The Russian will come in; take your defen¬ 
sive shot then fall back and make him come again. 1 
know it's painful to give up PREP fire, but your 
best differential is always in defensive fire advanc¬ 
ing Fire. When Russian superior firepower sEarts to 
chew you up and time is running out, it's perfectly 
acceptable to pull back and drive the Mark I Vs into 
the woods at perhaps 4W1 and 4Z0 or rear hexes 
like 4RG and 4P0, and wait for the Russians final 
commitment. 

Rate this as 55/45 pro Russian. 



Scenario 102—Slamming Of The Door 

Deeper into Russia and the German is badly 
strung out. German players should carefully read 
the victory conditions—then read them again. The 
Russian player must cross open ground to get to you 
so you’re almost sure to eliminate two Tor one* 
However, if you gather together into any kind of 
strong defensive groups the T26s will roll on top of 
you, force you out, and then his infantry will cut 
you up. Concentrations of leaders and squads will 
draw tanks like flies. How then to cope? 

VICTORY CONDITIONS 

i v uii, ihk' (ivrmjin pl.ner iiluM diltiiM;ili-IUik!£ :t^ rituui KtihMiirt li;kN 
and m i'ti't*.-* ,ik in' ILTvV’k huntdl mid ijwiui the Ku^imi litfton nmdimms 
t! Mil 1 Kli'ivmh pfciu'r di miiism.'* >■ (iciilljin mjlulIA ynsl m ercu*. rcprtllesk 
isUiiso^n he umv An irSunintiktl AI \ fpn/crcu euiwlMiv 2 Mipiiidk 

vhmMiniiMl A n d i ininateti A I-\ kijrmL’kmiinKiU I Am 

tu3lcr rotill i* di'.iv* 

Start way back and spread way out. This will de¬ 
mand the Russian advance as far as possible. Try to 
have an alternate cover hex to move to when the 
T26s stop in your hex* Allowing for 1st turn move¬ 
ment hexes B7, J8, N8, R7, T8 and X8 are all possi¬ 
ble. Use the SF guns to support your imattacked 
flank. Play for time and always shoot at leaders. A 
crummy shot at a Russian leader may make the Rus¬ 
sian more cautious than a fair shot at several 
squads. Don't waste your infantry defensive fire on 
detracking T26s* Save your shots for infantry. 

The Russian's temporary blessing of unopposed 
armor must be pushed to its fullest. Speed T26s 
down the road to 4G4 and 413. If the German 
bunches up, drive a T26 atop him and in all adjacent 
cover hexes. Use your tracking infantry to bust the 
displaced defenders. If at all possible, save a T26 or 
twm to load up squads (w ith molotov cocktails) for 
panzer blitz assaults. The Slugs are particularly 
vulnerable to combined infantry-tank assaults* 
Your T26s will have no trouble with the Stugs if 
they come to you but even at 5 to 3 odds will have 
real trouble attacking them without aid Trom infan¬ 
try. 

As to Russian infantry placement, l like putting 
the 8-1, three 4-4-7s and a MMG in 5Wl while 
holding five squads back for flanking and tank 
usage somewhere in your back field. Move part of 
your forces through the 4H l w r oods, leap into the 
415 woods, then link arms (shouting URRA- 
URRA) and cross the open ground* You must move 
fast because once the Stugs arrive, if the German 
isn't already on the ropes, they will take up mutual¬ 
ly supporting positions with the remaining German 
infantry and the combination is very tough to 
break. Don’t forget one prisoner is worth two kills. 

I rate this scenario 50/50 with much depending 
on the turn of entry of the Stugs. 
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Scenario 103—Bald Hill 

This scenario shows the essence of mobility ver¬ 
sus stolid firepower. The Russian player quickly 
sees there are only 7 approaches to Bald Hill. The 
significant hexes are 2F8, 2K9, 2L7, 207, 2R6, 2R4 
and 2R1. Your 122Ls are not sufficient defense 
against a frontal assault but if the German tries to 
outflank the guns you won’t have the mobility to 
reform your lines. I try to use my AA guns to limit 
early German mobility and pull it off the heights 
once the German can bring any gun to bear on it. 
Suggested hexes for the AA include 2F7, 2S7 or 
2Q6. I keep my ATG on the heights till it’s shot off, 
looking for long range fire versus open top 
halftracks with leaders. Block two avenues (R1/S2 
and R4/S4 are good) with roadblocks and put wire 
in the approach woods around the roadblocks. This 
complex must be covered by infantry (perhaps in 
the R3 woods. Don’t put any weapons with a 360° 
arc of fire in the bunkers (Note that a German tank 
in 2V8 can knock out the super bunkered gun at 
2N5 without any possibility of return fire). Once 
you’ve set your defense, be ultra cautious about 
shifting. The German will almost always have a 
shot at moving troops. 

German players should get a lot of mileage out 
of holding your three trucks with matching squads 
and the 8-1 leader off board 4 as a threat. Even if 
they never move, this “fleet in being” cannot be ig¬ 
nored. Moving the heavy and medium MG w ith one 
squad and the 9-1 leader to hill 522 will essentially 
paralyze Russian movement on the southern 2nd 
level of hill 621. Consider moving the Mark II with 
the 8-1 armor leader to either Hill 522 or 547 to 
force the 37AA off the crest. If the Russian has 
depended entirely upon his 122Ls to guard his from 
take your lumps (and the guns) by direct assault. 
You’ll find the Russian has great difficulty 
counterattacking uphill. 

More likely the Russian will have enough infan¬ 
try and support up front so you’ll be forced to loop 
your halftracks through 5U4 and your tanks 
through 5GG1. Lead with your tanks to knock out 
the ATG. After the ATG is gone, take your entire 
mounted force and fight mounted up one avenue. 
There is nothing wrong with ignoring defending 
stacks if you can get up the rear slope of Hill 621. 
You should find your bunker assault from the rear 
fairly easy while tanks and long range MG hold 
down counterattacks. 

The 8-0 leader and radio is tempting to move in¬ 
to 3N2 but the Russian quickly learns to indirect 
bore sight that hex. As a second choice, Hill 522 is 
excellent. Don’t forget off-board smoke potential. 

I rate this tense game as 50/50 but suggest that 
players allow bunkered guns to be given 0 level ar¬ 
mor to prevent the 20mm popgun from knocking 
out naval gun turrets. 



Scenario 104—Penetration Of Rostov 

The Russian temptation is to set up loads of 
dummy positions interspaced with cute “traps” of 
NKVDers. Forget it! The German firepower will 
gobble up the penny pockets ‘en passant’ and throw 
you out of Rostov fast. Your best bet is to pick a 
section of town, defend it with 90% of your forces, 
then use 10% to slow the German down and make 
him look. A strong case may be made for defending 
along Q3, Q4, N4, N5, P7 and P8 with a MMG 
position on SI (check LOS from SI. The only north¬ 
ern covered hexes which may fire on it areT4, T2, 
U2 and BB2) with perhaps a sniper at W1 but I 
prefer the upfront defense. 

Our maximum upfront defense is snipers in FF6 
and FF3, MMG at Y3 bored onto FF3, MMG at 
AA7 bored onto FF6, infantry positions in Y5, BB4 
and mines in CC7, DD7, DD3 and CC3. The final 
squad might go to D4 or K7 for a turn 7 advance. 
(Once the German knows the sniper trick, he’ll 
always lead with recce squads.) Plan to defend one 
town section 60% of the time and the other 40%. 
Leave dummies in the old positions to confound the 
attacker. 

The German should plan to doubletime recce 
squads through the woods if it looks as if the Rus¬ 
sian is strong up front. If the woods are clear, pro¬ 
long the guns into the GG4 and GG7 woods, along 
with the HMG and be prepared for a slow firefight. 
By working slowly on one building, you can clear 
one flank and push troops deep while enveloping 
other strong points. Let your guns and tank shoot it 
out with the Russian infantry. Withholding infan¬ 
try and leaders (see German setup instructions) per¬ 
mits rapid truck movement in if you get faked out. I 
like truck mounted infantry anyway, as it forces the 
Russian to commit fire early. Don’t be afraid of 
snipers, as long as you don’t lead with your 9-2 
leader. The likelihood is that a sniper will only get 
one shot in this thick terrain. 

Play balance rated as 50/50 with again much 
dependent on the turn of entry of the tank. 



Scenario 105—Night Battle At Noromaryevka 

A German player should find almost no reason 
not to put two functioning AFVs on 3K7 and 3J7. 
Putting leaders on 3K7 and Hill 522 will allow early 


flare placement and they’re easily pulled back. The 
decoys may be of some small assistance if you con¬ 
centrate all four remaining AFVs around 304 and 
don’t take a defensive shot. I like to screen the town 
with perhaps a squad in 3Q7 and 3S1 while drop¬ 
ping everything else around the 3N1 building. 
Given a couple of PFs in 3S1 and the inability of 
Russian infantry to undertake a wide flanking 
move, you’ll probably end up facing a frontal 
assault across open terrain. 

Russians must pick their initial axis of attack 
trying to think three moves ahead. Your infantry 
can’t keep up with a wide sweeping move to the west 
and a straight down assault from the north will 
leave you as flare lit targets for hull down German 
gunners. A reasonable compromise is moving along 
the west of Board 4 then through the 4L10 woods 
while your tanks go over and around Hill 522. If 
possible hold at least one mounted 6-2-8 back for a 
dash-in assault. While concentrating on the two 
story building, don’t lose the game to the lousy 
screening squads. How best to approach the 3N2 
building will solely depend on German troop 
disposition but don’t ignore Board 5. 

Play Balance rated as 55/45 pro German. 



Scenario 106—Beachhead At Ozereyka Bay 

A truly powerful attacker versus a truly weak 
defender but like the ancient Spartans, the 
defenders have terrain and time strongly in their 
favor. 

For the Germans there is little choice, in general 
terms, for their defense. Everything must support, 
as much as possible, everything else. The 8-0 leader 
with radio is best placed on Hill 522. Hide a con¬ 
cealed squad somewhere in town, perhaps in 305 or 
3S1 with all the rest of your concealed counters in 
town. Place both artillery pieces along the 2P3-2R2 
ridge while splitting your remaining German squads 
between 2H3 and 2J4 so that when (not if) they 
break they have easy woods access. 1 tend to prefer 
both remaining German leaders up front exposing 
perhaps the 9-1 at 2H3 and holding the 8-1 in the 
2L3 woods. Leave your Rumanians to fend entirely 
for themselves. My suggestion would be to leave 
your west flank covered by the guns and “concen¬ 
trate” your dispersed Rumanians along Board 5. 

The Rumanian might profitably post entrench¬ 
ments in 5EE1, 5FF3 and 5FF4, while starting in 
5FF1, outside the entrenchments in 5FF3 and 5FF4, 
and lastly 5FF7. Obviously MGs belong on the 
flanks while you advance phase up one squad at a 
time from the gully. The entrenchment position is 
interesting. By moving into the woods at 5GG4 
you’ll be beyond Russian MMG range and moving 
into the entrenchment makes you lough to hit with 
the pesky 50mms. With reasonable luck, your line 
will last into turn 4. 

For the Russian 1 must advise you break several 
cardinal rules to have a shot at winning this game. 
But we’re at the ’43 turning point, aren’t we? 

First divide your forces! Unless you’re inor¬ 
dinately lucky, you will not have time to both crush 
the guns and exit 5 squads. I tend to put seven 
regular squads and one leader in 406, 4N8 and 
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4M10. I like the 50mm mortars so I put both in 5V5 
with the 82mm mortar in 5T4 but obviously any 
combination that puts maximum firepower up 
front is valuable. 1 recommend at the very least 
three full turns of softening up the defenders before 
you even start to move. When yon do move try to 
put a smoke round atop the most threatening Ger¬ 
man position, I rush the west flank in waves of four 
units spread out while filtering down the weakest 
edge of Board 5 with my other units. If you wait till 
the defense is completely bust you simply run out oT 
time. If you simply rush on turn 4 with a significant 
fraction of the defenders unaffected you'll prob¬ 
ably be cut to ribbons. The balance point shifts 
every game and is tough to define. 

Rate 65/35 pro German, Consider giving the 
Russian another 82mm mortar and crew which 
should make it 55/45 pro German. 



Scenario 107—Disaster On The Dnieper Loop 

Who's on first? Russians see SNAFU raised to 
high art, 

Russians might want to consider influencing the 
315-3F6 road from 5K1 but the German is so mobile 
it's almost of no value. Fve given up carefully plot¬ 
ting drop hexes; crazy arrival times and places are 
the rule rather than the exception. Plan to gather 
what you may from the scatterings into platoon 
groups even if it takes time. Spread your partisans 
out to allow rapid cross woods movement and bet¬ 
ter cover. Play this not to kill anyone but simply to 
be there in as many places as possible at the end of 
turn 8, 

German, stay mobile, do split your forces and 
aggressively pursue isolated Russians. I like one 
leader and tw r o squads in the3N2 building but I’ve a 
weakness for heights. Don't ever think of fronts. 
Do think of merry blazes crackling through the 
wheat field at 3S4 and of lovely spreading fire rolls 
every advancing fire phase. 

Play balance? i think it’s more fun for the Ger¬ 
man but tough victory conditions. 



Scenario 108—Block Busting In Bokruisk 

Germans are back to interlocking defense. An 
upfront defense won't work in the face of excellent 
Russian fire support. Consider putting the 50mm 
ATG in either 1J2 or 1J5. I like the 75mm ATG in 
either I H3 or 1H5 and Lry to retreat it across the 
street into the 134 building. The HMG all by itself in 
the 1L7 building severely impedes an east flank move 


by the Russian. 1 tend to clump my wire in 1 B3. 1C3 
and IC2 but putting one in 1B6 has real potential. 
You can’t cover the East flank well so my tempta¬ 
tion is to set a couple of squads up front with a 
couple of decoy positions to delay a Russian rush 
while the majority of my A group sets up in row G 
and pulls back to row J. You must not move your 
AFVs out from behind [he shadow of second story 
buildings until the Russians abandon Hill 498. Try 
to put the armored car before the Stug so that iT the 
AC is busted the Stug is hull down (additional 4-1 
armor). Remember that crews can very effectively 
wield ATMs. 

For the Russian it should be fairly straight¬ 
forward, Use Hill 498 for your JSU. Pick cither the 
1F5 or I F3 building and advance through the woods 
towards it after wire has been swept up by assault 
guns. A little pounding of selected hexes by the 152 
and 76mm guns and you're in the city. Hold back 
your full offensive till the tanks arrive. Leave one 
squad mounted per truck to draw fire and get 
behind the Germans. Whenever possible, shoot 
first at ATGs. You have tons of time so don't get 
overeager. The advance must be infantry’s pace. 
Note that 1G4 is fairly well protected from second 
story fire. Push that infantry gun forward so that 
you’ll have four smoke laying tubes for the final 
assault. 

Rate as 51/49 pro Russian with the game often 
turning on a couple of die rolls in the final assault. 



Scenario 109—Counters Hack On The Vistula 

This scenario should be popular if only because 
of the presence of King Tigers, 

The Russian must play for time as you are 
almost impotent without tank support. A small 
blocking force of two squads around the5P5 woods 
should adequately delay any northern diversion. 
Obviously, you’ll need to screen across board 4. 
The question is w here. I lend not to hold up Front as 
those Tigers are so potent. Tw r o squads are posted in 
building 4P6, Then 1 screen across 4U1 woods, 4U3 
woods and 4W6 wheat fields dow n to 4U8 woods. 
Your major problem will be the placement of the 
ATG, Building 4X1 and 4P6 are the only overrun- 
proof spots and are probably favored but do note 
that 4CC6 cannot be reached till turn 3 and will be 
able to shoot freely through the w heat field at any 
impudent halftrack without being seen. You will 
end up fighling for the bridges so try to save some 
infantry to block the 5W9 woods/gully hex. 

As the German I wouldn’t even bother with the 
northern woods road unless it's very weak. You 
must lead with your Tigers aggressively. Unfor¬ 
tunately, the number of effective ami-halftrack 
weapons is so great and the penalty for losing a 
loaded 251/1 so high you’ll have to abandon the 
halftracks early and slog in on foot. By tending to 
stay down to one edge of Board 4 and firing your 
Tigers on the move, you should be able to put fire 
on the bridge crossings by turn 4, Your final goal 
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should be to use superior gunnery and armor to out- 
duel the JSs while your infantry approach the 
bridges through the gully. 

Play Balance 55/45 pro Russian as the German 
losses often cancel a terrain victory. 



Scenario 110—The Agony Of Doom 

Finally we see the tide at full ebb. The German 
leadership edge is almost gone and their troop 
quality has also faded. Now the German must de¬ 
pend on mass while the Russian may probe. 

The German major fear should not be a quick 
Russian strike into town. Rather, the German 
should try to slow the Russian drive for dominating 
positions and shield one flank. The northern flank 
is rather easily defended by the Tiger around 3Q2 
and infantry in buildings about 3R2 and 3T1. These 
dispositions arc definitely long view arrangement 
to protect 3N2. For those into immediate gratifica¬ 
tion, it is easier to shield the east. 

Try infantry with LMGs and PFs in 3W4 aided 
by the Tiger in 3W6 and the ATG in 3W5 pointing 
east. Infantry beneath the lank will help guard 
against close assault. Use the rest of your infantry 
around 3P7 and buildings 3T4 and 3S3. Any infan¬ 
try stuck up in 3N2 will be bracketed by Russian 122 
fire till gone so forget second story positions. On 
turn 2 you dig in at 3T7, retreat the ATG to 3V5, 
retreat the Tiger to 3S7 and await developments. If 
at all possible, try to cover your JgP/s w ith at least 
three infantry units, perhaps around 3N5. 

For the Russian your thrust can be broad 
enough to threaten everywhere as long as you plan 
to regroup for the dagger-like thrust by turn 3. Ear¬ 
ly truck moves of infantry to the 3X8 and 5M2 
woods will probably be ignored as the German 
holds his fire for bigger fish. How r to leapfrog your 
armor in behind the 3DD8 woods or Hill 498 or 
along the northern woods road will depend on the 
German setup and facing, I like the JSU 152 atop 
Hill 498 and try to use my SUI22 for overruns. 
These arc really all details to your prime job of 
pressuring the German to spread those crummy 
squads and leaders as much as possible. Once 
spread, you hammer at his weakest point, forcing 
him to choose between defending his JgPzs w ith in¬ 
fantry or his final building Do not become over¬ 
awed by the JgPz VI or overwhelmed by the desire 
to destroy it. In general, the German is so dazzled 
by + 5 armor and a 128L gun that he’ll overprotect 
it from infantry assault which may allow you to 
grab the final building. 

Play Balance is rated as 55/45 pro German, 


We enjoyed playing these and hope they've add¬ 
ed to your pleasure. If we as play testers and Don as 
developer do our respective jobs well you will be left 
with a multi-level entity that can be anything from a 
beer and pretzel game to intense simulation of the 
feel of WWII combat. It is an organism in evolu¬ 
tion. Wait till you see CRESCENDO OF DOOM. 

0 
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THIRD REICH WITH FINESSE 

DIPLOMACY IN MULTI-PLAYER THIRD REICH bv Otto Schmidt II 


Although I've never met Otto Schmidt I get the 
impression that he is a veteran in long standing of 
the DIPLOMACY ranks. His analysis of THIRD 
REICH which follows deals entirely with the 
diplomatic aspects of the Alliance Game—-bringing 
out into the open alt of the seedier tricks that version 
can entail. Unlike the Coalition Game in which two 
players control their destinies exclusively as Allied 
and Axis contingents, in the Alliance Game up to six 
players each control a major power* and although 
they are prohibited from attacking their historical 
partners, they don t have to help them either as 
everyone fends for themselves. Yet. to my lvar of 
thinking. THIRD REICH is too detailed a game 
demanding too large a commitment in playing time 
to reduce it to a conflict of personalities. A non¬ 
cooperating ally who refuses to become involved in 
"the wad’ ma r share a win in the game, hut would 
surely never play another THIRD REICH game 
with me. in m y opinion, deals of this sort belong an 
the DIPLOMACY hoard—not in THIRD REICH. 
Be that as it may , (here are those for whom this type 
of play is accepted practice, and Mr. Schmidt's 
analysis offers an excellent insight info the dastardly 
realm of diplomatic THIRD REICH. 

The problem with wargames is wargamers. All 
too often they act as players rather than as 
participants. By a participant. I mean a surrogate 
for the real life counterpart* or what the gamer 
himself would have liked his real life counterpart 
to be. By a player, I mean simply a person who h 
playing this GAME rather than using the game as a 
vehicle to ex plore t he possibilities and options of the 
real historical (or not so historical) situation I 
suppose that implicit in any game is the prime 
directive of WINiWl Winning in wargames unfortu¬ 
nately in many cases ends up simply as knowing the 
last little wrinkle of a rule or “dirty trick." In short, 
pedantry and minutia rather than sound principles 
and rational play tend to pay off. How many times 
have I heard: “Ahh, no. You cannot move your 
Guards Mechanized Division, for see back here on 
this rail line . . ."and the opponent gleefully points 
to the little black unit and announces triumphantly, 
“Your supply line is blocked by my 443rd SS 
Volksturmgrenadier Mess Kit Repair Battalion 
Band and Laundry Unit" (all twenty-one Rheumy 
old men and barely toilet-trained Hiller Youth.) But 
I cavil. While this is lamentable (both the pedantry' 
and my cavilling), it is obvious that in most 
straightforward, one side against the other games, 
there is no other way. This is simply the byproduct 
of the system; a byproduct that is both good and bad 
and not without its historical precedents. 

But the tragedy lies in it being used to the 
exclusion of other methods in games where such 
options are open, Such a game is THIRD REICH. 
Unlike most “one on one-ers," THIRD REICH 
offers group (not necessarily team) play. It offers 
interaction among a group of players. In short, it 
allows diplomacy. Especially fascinating is that it 
allows players to work out the effects of diplomacy 
on the operational and strategic level. 

Of course, implicit in diplomacy is the stab in the 
back, or the “cut," Unlike other games where 
diplomacy is a factor, in THIRD REICH there are 
limits to who and how deep you can cut any ally or 
member of the “same side," but you CAN cut him 
nevertheless, and in more ways than one. Central to 
all this is the reason for the cut. Obviously, unless 
you're a homicidal maniac you only cut an ally when 


you have something to gain. Cutting for the glee of it 
does not pay. You should cut only when it will help 
you directly to WIN. Because of the peculiar victory 
conditions of THIRD REICH, you can eul your 
ally's throat and still win big, even while fighting the 
same enemy. Confused?? Don't be. I'll explain. In 
the Alliance game, you will notice that to achieve 
their levels of victory, the states must gain or retain a 
certain number of objective cities. Now there arc 42 
such objective hexes on the map. When fighting the 
campaign game, you will notice that for everyone to 
get a decisive victory k impossible (a total of 56 
centers, or 14 more than there are on the board.) 
However, it is definitely NOT impossible for two or 
more players to have a decisive victory and still not 
occupy all the centers on the board. This happens 
quite often, Le.. Britain U,S. with 21 and Soviet 
Union with 18; the usual or historical result. When 
you start playing with the numbers, a curious range 
of winners comes out. There is room at the top lor 
ANY TOUR PLAYERS provided that Britain US 
or the Soviet Union is not one of the four. 

None of this k in violation of the rules. The 
victory conditions simply refer to actual possession 
of the center at the end of the game. Thus, it is 
entirely conceivable Tor Germany to approach 
Britain, say, “Look, Fit make you a deal: you agree 
to roll over on France, and let me take it easy, and in 
return I promise NO invasion, no London Blitz, no 
U-boats, You leave me alone and 111 leave you 
alone. In that time. FU go east, cut the heart out of 
the Russians, and dance the same minuet for you in 
France, Italy, the Balkans, and wherever else is 
needed to give you 21 victory centers, and I keep 
whatever is left.” Britain then agrees, and it goes 
according to plan. He plays with his fleets and 
American divisions while the Krauts are rampaging 
through Russians. 1944 comes along and the Allies 
say “Oh Adolf . , ," and the Germans dutifully 
evacuate (to a man) France, Italy, the Balkans, etc. 
The British move in and they let the clock run out on 
the game and win. Both sides have a tasty meal of 
Bear and Borscht. Or conversely, the Russians 
propose the same deal to the Germans. "Look 
Comrade, you take Poland, and turn west. Let me 
have the Balkans, Turkey, Mosul. Sweden, Norway 
and Greece, and III stand pat while you take 
England, and the West, then well let the dock run 
out on the Capitalist swine." Or. FH give you an 
example of a game that really happened. 

1 once was in a THIRD REICH game that took 
place at one of the Origins conventions. It was not i n 
one of the tournaments, hut had been engendered 
“spontaneously" in the Rathskeller at Johns 
Hopkins. (A lot of other things were done 
spontaneously in the Rathskeller that night, but 3 
will allow the police blotter to remain t he sole record 
of them,) Two friends and I had attracted two others 
to play an alliance game version of the campaign 
game. Very early in the game (1940). the person 
playing the Germans turned to me (Italians), who 
had not yet declared war, and demanded. “Declare 
war and give me your air forces," Horrors!! In my 
mind Hashed visions of those wonderful Reggianes, 
Cants, Savoia Marchettis. Macchi 20(Fs et a I sent to 
die Ihe death of a dog at the hands of Hurricanes. 
Spitfires, and (shudder) worst of all, Dewoitine D 
5Q(Ts. Not to mention the 30 RRP's from next years 
paycheck from Mussolini to replace them. Of 
course, l told the little fascist to bug off. He retorted 
in his best Hitlerian falsetto, “Then you're throwing 
the game—1 can't take France in 1940 now. and 


we'll lose the war." I replied in perhaps my best stage 
Italian, “No, no, 'Scuse Tedeschi (kraut). You may 
lose the war, but I won't lose the war." 1 had not yet 
declared war on Britain or France, so 1 huddled with 
the Allied players and worked out a compromise 
that it they would not contest my attempts to take 
over Yugoslavia and Greece ( whom 1 was lighting), 

I would not declare against them ever. The 
propositions further embraced that I would not 
make any further hostile moves in the Mediterrane¬ 
an. and would not give the Germans any BRP's. 
Once signed, the Allies evacuated the Mediterrane¬ 
an (not a limey to be seen), and concentrated 
everything in the Atlantic. France never fell, and by 
the time the Russians could get in the Allies were in 
Berlin, The war ended with Germany totally 
defeated, Russia not even able to get a stalemate, 
Britain with a tactical and France and Italy with 
decisive victories* 

Does this shock you? Does the prospect of four 
players getting together and agreeing to carve up a 
fifth shake your faith in the rules or the system? It 
shouldn't. It's all historical. Bear in mind that the 
first example (dinner with Russian dressing) is ex¬ 
actly what Hitler proposed to England, and what 
England rejected. Bear in mind that the Second ex¬ 
ample is exactly what did happen with the signing 
of the Nazi-Soviet pact—more or less—and it was 
only altered by Hitler's attack on Russia (though it 
t$ probably true the Russians did not intend to live 
up to it either). Bear in mind that the third exam¬ 
ple, from my game, is exactly what the British 
would have liked to see happen given the reality of 
war, and in fact is probably what they were willing 
to give to see Italian neutrality. 

The Second World War was fought for two 
reasons and to decide two things. One was whether 
the provisions of the treaty of Versailles were to be 
discarded and irretrievably cancelled. This was 
decided overwhelmingly in the affirmative. By the 
end of the war German resurgence had been a fact, 
French continental supremacy, English maritime 
supremacy, curtailment of the spread of Bolshev¬ 
ism, and the independence of Poland, Czechoslo¬ 
vakia, Hungary. Rumania, Albania and all the self- 
determinist principles of the treaty had been swept 
away. The hold of the great powers on their empires 
was broken and would not last long. The League of 
Nations had died long before the war. The second 
question was whet her fascism or communism would 
provide the alternative and adversary to the free 
societies of the west. The war did NOT decide which 
system w'ould eventually dominate the world. 
THAT question is yet to be decided. It will come in 
round three of this great ongoing ordeal that started 
in World War I. The decision as to whether man is to 
be ruled by democracy or totalitarianism must wait 
for World War 111. 

In a very true manner, the diplomatic arrange¬ 
ments you make face up to and answer these 
alternatives. This is what l meant way back at the 
start of the article about participating rather than 
playing. The players just sit down, set up the units 
and play the game. The participants sit down, set up 
the counters, and address themselves to the 
questions above. They determine the course they 
want to take and then play the game. The 
participants choose what type or world they want 
and in effect what the "world order” will be “Old 
World." “New Order," or “Communist man,"These 
are the essential alternatives. In fine, a player asks 
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himself, Will I throw in with the west? Do I trust 
Herr Hitler? Will I he safe with the Soviets in the 
Balkans? Will the Allies renege when I'm up to my 
ears in Moujiks? Perhaps the answer to these 
questions, and in fact what questions must be 
answered, is again intimately bound op with what a 
country must do to win. 

This will bring us down to the nuts and bolts of 
capabilities and possibilities. 

To reprise then, players in THIRD REICH who 
take the game at the obvious, frequently set 
inordinate and usually unattainable obstacles in 
front of themselves. If we assume that the diplomat¬ 
ic arrangements made and arrived at during the war 
are inevitable then of course there is nothing else to 
be said. 

But our game presupposes that as Hitler you 
might NOT be a madman, or as Stalin not a vicious 
paranoid, or as Churchill only desirous of keeping 
Britain named Great Britain, or as Roosevelt you 
won't die untimely. One of the most attractive parts 
of the game is not the ten variants, but the ability of 
players to rewrite history through alternate arrange¬ 
ments and policy. 

The examples of the time prove many of these 
points. Spain was a fascist power, but it did NOT 
join the struggle against the west. Italy, up to 
Munich, was more sympathetic to the West than 
Germany, There is nothing to have prevented Italy 
from NOT going to war. I lad she done so she might 
have survived the war intact, and followed the 
course of Spain. Italy, though a major Mediterrane¬ 
an power, was out of her league when she dealt with 
Hitler. Of course, whatever arrangements are made, 
they can be reneged upon, The trick is lo make the 
deal so attractive it cannot be reneged upon. Now to 
the details, 

GERMANY To attain a decisive victory, Ger¬ 
many requires eight Victory centers. She begins the 
game with five; Berlin, Leipzig, Breslau, Essen, 
Aachen. This means that she must acquire and 
retain until the end of the game at least three more. 
“Mirabla Visin'*—they can be found in Poland (and 
you thought Hitler was mad. He just read the 
rules!); Warsaw . Krakow and Lvov. But even better, 
in 194], two more fall into their hands — Budapest 
and Ploesti (all this and troops too). In short, 
Germany does not have to go far afield to get their 
win—but. of course, she MUST hold it. Keep your 
eye on the bottom line! What makes victory is not 
your panzers slashing Russia, Luftwaffe pounding 
London, or the Kriegsmarine sinking ships. It is if 
you maintain those eight victory centers. Lose sight 
or that and you will doom yourself to the pursuit of 
ephemeral glory. Ah, but therein lies the rub. 
Germany can only afford to take their eight and sit if 
they make arrangements with the other powers. Any 
arrangement wnth another power MUST provide 
t hat that other power at the end of the game is on top 
with you. II you don't offer partnership in decisive 
victory, you won't have a deal. Accommodation 
with the Britain/US will almost definitely mean 
going one of two ways. The first and easiest will be 
to get the west to agree to roll over on France and 
give it up almost dishonestly easy (like a free trip to 
Paris clear of even zones of control). Only by taking 
France can you allow the British to gel around not 
being able to take an allied center. In fact, the 
Germans must take them, and then the British must 
retake them later. In effect, this sort of arrangement 
agrees to cut up R ussia it has been determ ined that 
Russia will be the man left out, Britain will usually 
insist on your rolling over on Italy in return, the 
final tally will then look something like this, Britain 
holds France, Spain, England, all of Africa, Italy, 
Scandinavia, Yugoslavia, Greece, and possibly 
Turkey or Persia for its 21, Germany holding the 
rest. It is the easiest to arrange because it is between 


only two of the players, the two player allies to be 
axed are powerless to react against it (more so if 
there is no French or Italian player), and the 
Russian, deprived of lend lease and aid from the 
west (an obvious prerequisite) must fall to the 
German pounding. Should France be a player, and 
in on the deal, it becomes more difficult as 
replacement lor the three French centers must he 
found for the Allies elsewhere. Budapest or Ploesti, 
and both Istanbul and Mosul, will compensate, but 
this is touchier as they involve removal of German 
minor allies from the map along with their troops, 
something the Germans, having given up so much 
already, should be very wary of Should the Italians 
also be in on the deal with the French, that is almost 
impossible for their demands will remove six centers 
(their requirements of a decisive victory) from the 
Allied total. The only place to find these is South 
Russia, Stalingrad, Astrakan, Grozny, Maikop. 
Dnepotrovsk and Karkov. (Shades of Deniken and 
the Whites). As to the feasibility in real life, the Erst 
is definitely so, Germany was quite prepared to sell 
its ally down the river. After all. to Adolf, allies were 
only javelin catchers, and he could have* alter 
defeating France, set Vichy up and then retreated to 
Germany, ha\ big been content with the destruction 
of the last vestige of the ‘'Diktat 1 ' of Versailles, Not 
likely considering his personality, but a possibility. 

Remember too the anti-communist bias in the 
west (read about the sentiment prior to the attack on 
Russia, and especially that after the signing of the 
Nazi-Soviet Fact and the truncation of Poland.) 
Remember that one of the reasons for the Allied 
attack on Norway was an attempt to bring aid to the 
Finns in their winter war struggle AGAINST the 
Soviets, Landings at Petsamo and active operations 
against the Russians were contemplated, ''Volun¬ 
teer" units and monetary aid were sent by way of 
Sweden. 

Dn the other side of the coin, there is the 
possibility of German rapprochement with Russia. 
This is less attractive in the long run. but quite so in 
the short run. (The short run if you intend to renege 
on the agreement and attack the Russians later). In 
the short term it allows you to concentrate all your 
efforts on destroying or neutralizing England, and 
when she is taken begin a punative and spoiling 
attack on Russia, In the kmg term, keeping the deal 
will mean a number of problems. Since Russia is 
prevented from attacking Britain . US or France, its 
eight centers must be gained from neutrals. The 
neutrals in that area are both poor in centers and 
tend to be German minor allies, Norway and 
Sweden arc allowable* Istanbul or Mosul (if the 
Allies have not already taken them, and since Mosul 
is a plum ripe to fall, depend only on Istanbul), 
Budapest, Belgrade, Plocsti arc the ones. But they 
involve certain unpleasant sacrifices. These arc the 
encirclement of Germany-Poland by the red 
menace, loss of ALL minor Allies, their BRP's, and 
units, attainment of a base BRP level of 245 for the 
Soviets, and if your Italian ally is a real player, the 
forfeiture of the areas of prime interest to HIM to 
the Russians. If he is a non-player this is not a 
difficulty. Finally, the German must realize that 
even given Russian docility England is much harder 
to take than Russia. 

Generally, then, most German diplomatic 
arrangements will tend to involve the destruction 
and/or partition of the Soviet Union. But the 
Germans must also look for possibilities in making a 
deal with France alone, A quiet and tractable France 
secures Germany from direct invasion far more than 
a ton of units will do. Obviously the British US 
cannot invade France, so any action MUST BE 
against Germany directly by the beaches cast of 
Bremen. Not an optimum site for Overlord. This is a 


valuable tactic, and in fact is one of the only ones the 
French can use to counter a suspected sellout by the 
British but more of this later. 

But even more important than this is the 
German precautions to prevent an arrangement 
mad e dea! i n g I he mout! Eh i s w i 11 c o me p r i ma r i ly i n 
t w o va nations. Adi reel s l ra igh t It > rwa rd B H i a in US 
and Russian arrangement (France will be 
conquered and the game will be fought with 
historical parameters). Second is an Italian sellout 
in return for Mediterranean concessions from the 
Allies. Loss of the threat to the Mediterranean will 
mean that the British can concentrate all their power 
in England making Sea Lion impossible and the 
threat of Overlord viable almost immediately upon 
the agreement. To counter either of these is difficult. 
The British, US-Soviet is definitely a winning 
combination (it did, after all. win). In most cases, 
though Germany is defeated, the Soviets gain their 
victory while the I S Britain does not (in real fife 
they got 19 to the Soviet 19, a marginal versus a 
decisive). The German must play on this fear in the 
Allies to his advantage. That is just about all he had; 
that and threatening to purposely concentrate much 
more against him than the Russians. The Russians 
cannot really be bullied in this, as they know they 
have the upper hand, and unless the Germans are 
prepared to throw the game deliberately to the 
British US. will probably win no matter what the 
Germans do. As to the Italians, it is even more 
difficult. Frankly, by aligning with the Germans 
(unless they are part of an agreement worked out 
with Britain/ US or the Russians) all they really do is 
ensure that they will be attacked and probably 
conquered. The Germans (as in real life) have 
nothing to really offer them, On the other hand, 
alignment with Britain US will gain (as in one of the 
examples) more than enough victory points and 
BRP's to satisfy its requirements. Promises of BRP 
aid are nice hut ephemeral. The Italians know that 
when the Germans get into trouble in Russia or 
wherever else they decide to get into trouble, they'll 
welsh on the deal and keep them. Then there's the air 
force . . , and the navy. They lose 'em. you rebuild 
'em. In short, any competent Italian player will 
know ail you will really do is take. Therefore, you 
must work on inculcating in him a fear that someone 
will take more. High on the list are the Russians. 

BRITAIN/US Foremost in the British US play¬ 
er's mind should he the fact that ho has to achieve 
the most victory centers to win. Any player who 
loses sight of that fact is both bound to lose and 
wasting his time playing. The British US can really 
go only one of two ways either rapprochement 
with Germany or arrangement with Russia. Both 
involve great difficulties Arrangement with Russia 
means a long, hard slugging match that might end in 
defeat, and almost certainly wall mean less than 
decisive victory. Arrangement with Germany will 
mean on the one hand the abandonment of Allies 
(France and Italy), or on the other hand, harvesting 
your victory centers in Southern Russia "taken 
back" by gratis from the Germans, (He puts a 1-3 on 
them and you take it with armour and air force.) 
Remember that you begin the game with seven 
centers, and to win must get 14 more. Agreement 
with Germany means finding them in France. Italy 
and the neutrals; or else, if these powers are in on the 
deal* occupying ALL OF RUSSIA AND POLAND 
or its equivalent. Not an easy task. (Re-establish the 
Tzar?) To balance this difficulty the British US are 
provided with by far the most attractive items lo 
offer to either or the totalitarian powers. To the 
Germans they can offer an absolutely free hand in 
Russia, and NO BRP AID! To the Russians they 
can offer the second front which is really all that is 
going to save them from the Germans. (Not 
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necessarily I he invasion, bui the drain on from line 
troops caused by the need to garrison the beaches 
and capitals.) 

Then Britain will have people coming to them 
rather than the other wav around. As to a Russian- 
German pact, these things really suit the contracting 
parties poorly and are not likely to last. If, however. 
Britain expects it will hold then the only thing for it 
is to try to unite France and Italy. This is done by 
guaranteeing Italy's neutrality by concessions in the 
Balkans and all out support of France. 

The most fruitful ground for negotiations and 
arrangement though is Italy. 

The gift of a benevolent Italy is the gift of the 
game. Consider. With Italy neutral (or friendly) all 
forces from the Mediterranean can be stripped for 
home defense and Europe. It means that the British 
and the French can, between them, maintain six air 
flotillas, the equal of the Germans! This alone will 
almost ensure that France will never fall. Without 
decisive air superiority the Germans must bludgeon, 
not blitz. Any gains made can be retaken in no cost 
attrition options. It means with the excess units that 
there can be NO Sea Lion, and almost unlimited SR 
to the continent, with the French fleet doing half of 
it and the remainder of the British ready to intercept 
the Germans, In short, without Mediterranean 
considerations to worry about the best the Germans 
can hope for is to get to the outskirts of Paris by the 
time the Americans (or the Russians) come in. 

This will have further repercussions. In a very 
great sense the stance Italy takes will affect Russia. 
Russia might be prepared to sell you out to the 
Germans under normal circumstances, but he will 
be most unwilling to do so if he knows the Germans 
will not have Italy as their ally and a re so much the 
weaker. 

Thus, in effect, lining Italy on your side will 
almost certainly bring in Russia. II he does not. then 
he must declare against Italy and by default, 
Germany. 

As l have said before, you have the most to offer 
Italy. Conversely, having Italy on your side wilt 
make Germany more willing to "go east, young 
man. go east." After all. no Africa Corps . , . no 
Italian air force ... no fleets, etc. 

RUSSIA As the Russian player, you must never 
let one thing out of your mind. That is that both 
sides, Britain US and France, and the Germans 
Italians (or whatever combination) have much more 
to gain from seeing you skinned alive than not. You 
must he very wary for both camps will want to deal 
you down the river. 

Face it, Ivan, you're NOT part of the Allies, The 
British. US would be mure than happy to see the 
Germans carve you up instead of them, and the 
Germans would like that just fine. The other side of 
the coin is not so nice. You could offer the Germans 
freedom of action to turn against the west, but there 
are two serious flaws to that. The first being that the 
wesl is much harder to defeat than you. The second 
is that you will require your victory centers from the 
most inconvenient places (German minor allies and 
the Balkans), The most opportune deal for you is 
part of the aforementioned Italian sell out. 

This will work because you provide a drag on 
German forces during the years they are fighting 
alone against France, and as such the Allies would 
very much like to have you. Secondly, it is rather 
easy to take the cities in Poland and possibly a few in 
Germany to get your victory. On the other hand, if 
the Germans make the deal with the British, you are 
not an odds on favorite to survive. Generally then, 
in most arrangements, the savior of Holy Mother 
Russia will be the Red Army. Skillful handling of 
your troops is the only thing that will save you in the 
face of an arrangement unfriendly to you. Not that 
you stand a chance of winning alone, but you might 


induce the Allies to renege on their agreement with 
the Germans and attack anyway. Generally though 
the outlook in the diplomatic field for you is pretty 
bleak. 

I would like to take a moment here to digress. 
Many players may consider this situation entirely 
unrealistic and biased. That it may be biased is true, 
that it is unrealistic is certainly false. As I have said 
before, there was great anti-communist sentiment 
rampant in Europe prior to WWI1 ESPECIALLY 
IN FRANCE AND ENGLAND. In France the 
rather strong showing of the communists in the 
elections of the '30's scared the rightists out of their 
wits. The revolving door quality of French govern¬ 
ments of that time was due not only to ineptitude 
and scandal but also to the absolute refusal of many 
rightist and centralist parties to have anything to do 
with the communists, and further their refusal to 
have anything to do with any party that would have 
something to do with the communists. The "Front 
Po pula ire" which gave France its only government 
of any length in the *3U's was constantly plagued 
with dissensions between Fascist. Monarchist, 
Bona partial. Centerists. Liberals, Socialists and 
Communisi parties. The government it provided 
could thus he nothing but barely effective and not in 
any sense adequate. (There were at last count 
something more than 390separate parties in France, 
which 1 believe is more than the number of species of 
cockroach). In England; although the party system 
was not as bad, the fear of communism to the much 
more numerous and wealthy upper middle (and for 
that matter lower) classes accounted for the 
resentment. Remember revolution appeals only to 
people who have nothing to lose. To a great extent 
the French communists came from just this group. 
The English, even the lower classes, on the other 
hand had a very great deal to lose. Then too there 
was the British Foreign Service which must be 
considered truly elephantine in its memory of the 
withdrawal of Russia from World War L The 
British knew they almost lost the war in 19IE 
because of that, and their experiences with the 
White armies and the Bolsheviks left them with a 
bad taste in their mouths. Further, for most of the 
inter-war years the great fear was not of German 
expansion hut of Russian. German rearmament and 
Hitlerian bellicosity came only in the last five years 
before the war, and the truly rabid stage but a mere 
two or three, German demands in territory and 
national sovereignty were, when viewed from the 
principles of self-determination as expounded in the 
14 points, entirely legitimate, nay. even in view of 
much of the Versailles provisions not explicitly 
aimed at Germany they were legitimate. The 
rearmament of Germany was both excused and 
welcomed in the west as a counter to the threat of 
Soviet Communism! (Though it must be admitted 
this attitude prevailed more in England than in 
France). Prior to H itler the big bogeyman of Europe 
was the Russians. And it must be added in all 
fairness that the Russians did not help improve the 
picture. It was their age of unfeigned attempts at 
world revolution. All nations were crippled by 
strikes and civil labor disputes which while in some 
cases were not directly sparked by the communists, 
they nevertheless tended to move into the forefront 
after they got started and constitute the most 
violent, vocal and visible elements. The Russian 
government itself openly and publicly proclaimed 
its intention to "strike, disrupt and delay" all 
workings of the capitalist state. Top this off with the 
vivisection of Poland, devouring of the Baltic states, 
and the Winter War and you begin to wonder why 
Churchill ever turned Hitler's deal down! 

In short, the game represents exactly the 
difficulty the R ussians would have in sel ling any sort 
of rapprochement with the west (provided Hitler 


wanted to deal). Churchill said that to defeat Hitler 
he would ally with the devil if need be. well he did. In 
the game there is little to gain from a Russian 
alliance unless the Germans will not deal. The 
course or history after the war has proven that there 
was little to gain from an alliance with the Russians 
then. 


ITALY -1 suppose I have always had a soft spot in 
my heart for Italy, both historically and in the game. 
Those beautiful off-white ships of the Navy, those 
wonderful wondcrfuls in the Reigna Aerona utica, 
the laughable tanks . . . Ahh. all this and cavalry 
too! But in the game, Italy has to win on more than 
sentimentality. With a requirement of six victory 
centers. Italy does not have to gain many, two in 
fact. She already possesses four—Genoa. Milan, 
Rome and Tripoli. Luckily Yugoslavia and Greece 
fit the bill nicely. They are also small, relatively poor 
and highly inaccessible countries vis a vis the Allies. 
On the other hand, that wonderful prohibition 
against the Germans from attacking them seals off 
the only viable assault mute on these neutral 
centers. I taly itself is not easy to assault amphibious¬ 
ly, There are two choices for Italy. She can declare 
war or not declare war. Not declaring war will be 
profitable only if an agreement is reached with the 
Allies that will allow Italy freedom to take her 
centers at her leisure and then stand pat. It is 
perhaps the trump card of the Italians, and in fact is 
one of the most powerful deals in the game. 
Certainly it can be the most far-reaching of any of 
them. Any olher accommodation with the Allies 
should be avoided. Such other arrangements will 
without fail involve declaring war on the Allies, The 
Allies might offer Malta or the centers of South 
France, hut I think this is a bad bet. Peace, like 
virginity, once broken can never be mended. The 
Italian paucity of BRP's at least early in the game, 
works to her advantage because to declare war 
consumes so much of them. Hence they act as a 
guarantee to Italy’s friendly compliance rather than 
a spur to attack the Allies, The second alternative is 
to attack. I consider this by Tar the lesser of the two 
because: I. The BRP cost, 2. The difficulty of 
attaining any neutral centers (the Krauts hog it all 
for themselves). Denied the easy kills, all that is left 
as the rocky road to Suez, 3, The difficulty of get ting 
and retaining any centers taken from the Allies 
(taking them usually means bringing the Germans 
along and you know how the neighborhood goes 
down when they move in.) 4. You get your fun early 
in the war, but you are very soon called upon to send 
10 factors (usually your air) to do Hitler's bidding 
(some crummy interception or soak off), usually in 
Russia where you have ABSOLUTELY NOTH¬ 
ING TO GAIN! 5. Being the weak member of 
the alliance, when the British/ US make their return 
you are going to be the first to die. There are 
however very good reasons for throwing in with the 
Germans, Perhaps the best is the historical one. 
(Mussolini believed the Allies were turkeys and 
couldn’t figure out the rules, and Hitler could,) If 
you have a strong sense that this may be true in the 
game you are playing then by all means throw in 
with the Germans. 

On the other hand the Allies may not deal. In 
this case you should still make a pretense of dealing 
with the Allies (the German will never really know) 
and extract a full pound of flesh from the Germans 
for any aid you give them. By this I mean the 
following. J. Make SURE you get the Greek and 
Yugoslav centers and BRP's. 2. Make sure the 
Germans give you some BRP’s besides, 3. Stipulate 
quite clearly to the Germans that no troops to 
Russia, in Tael no Italians outside of the Mediler- 

Continued on Page 32, Column 3 
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RUSSIAN CAMPAIGN 


GERMAN: J. R. Jarvinen 
RUSSIAN: Robert Beyma 
COMMENTARY: Richard Hamblen 


If nothing else, Richard Jarvinen deserves credit 
for being the first to have the gumption to stick his 
neck out and tackle publicly the thankless task of an 
initial Russian defense against the German's 
unstoppable first turn blitzkrieg in THE RUSSIAN 
CAMPAIGN, His treatise on the subject which ap¬ 
peared in VqL 13, No. 6 has been roundly criticized 
by Just about everybody ever since. To his credit, 
however, no one came forward with a viable 
substitute. Apparently, it is easier to point out flaws 
in another's hypothesis then formulate one 
yourself. In any case we asked him if he *d like to put 
his defense to the test in the form of a series replay 
and thus this match was born nearly two years ago. 
After a short life in the postal wars and a longer 
hibernation in our files white awaiting neutral com¬ 
mentary, the game now finally gets its day in print. 
White the result was lopsided, to say the least, it is 
important to point our that Mr. Beyma was 
prepared for what he met when he crossed the 
Soviet borders and had the advantage of a great 
deal of advance planning before unleashing his in¬ 
itial attacks against a well scouted defense. 

Robert Beyma needs no introduction to long 
time GENERA L readers. He has been a con¬ 
tributing editor of note for many years and is a 
regular top flight competitor in the national 
ORIGINS tournament scene , He more than 


qualifies as a competent opponent. His comments 
were written after 1st impulse movement but before 
combat resoiution. 

Richard Hamblen is * of course, a noted member 
of our design staff and was instrumental in clearing 
up existing ambiguities in the first edition rules. His 
popular ‘' What If* * variant now adorns the 3rd edi¬ 
tion rules , In addition, he ranks as the house 
authority on the game, handling all nut mail ques¬ 
tions pertaining to it, and regularly hosting our na¬ 
tional RUSSIAN CAMPAIGN championship 
tournament at ORIGINS . Few can comment on the 
game with as much authority. His comments are 
presented in italics. 


Russian Setup: 

Well, this will be the first operational test of the 
Viipuri (see GENERAL, Vo I. 13, No* 6 for specific 
details of this defense). Basically, the problem is to 
prevent arty massive German breakthrough while at 
the same time to leave escape routes for the from 
line units after the initial German assault. No easy 
task, considering Rob is a very aggressive and com¬ 
petent player. I’m sure I’ll have my hands full Tor 
the first few turns. 

1 should add that although we are playing using 
the 2nd edition rules, we are not using any of the op¬ 
tional rules available. 


Opening German Commentary: 

I am a relative newcomer to RUSSIAN CAM¬ 
PAIGN. The reader should bear this limited ex¬ 
perience in mind when reviewing my play and com¬ 
mentary. 

It appears to me that the Germans should either 
win or draw the Campaign game, 1 plan to attack 
vigorously in 1941 and 1942. If I can capture 
Moscow J will try to corner the Stalin unit in order 
to win. if it becomes evident that 1 cannot win I 
plan to go over to the defensive and assure a draw. 

I believe that the Germans would have to be for¬ 
tunate to capture Leningrad or Moscow in 1941 
against a competent Russian player. If the weather 
holds in the Fall and the situation presents itself I 
will try for either Leningrad or Moscow. Otherwise, 
1 will concentrate on killing Russian units and mak¬ 
ing territorial advances in the south. I expect to 
make winter quarters in Smolensk and Vitebsk. In 
the south I plan to take Kiev and hopefully eilher 
Kharkov or Sialino. 

1 hope to fight the decisive battle in 1942. The 
Russian army can really be bled in 1942 with 3 or 4 
turns of clear weather. I hope to kill enough w orker 
units and advance far enough to cripple the Rus¬ 
sians by winter. If that is the case I will be able to 
mop up in 1943. 



GERMAN MAY/JUNE 1*1 IMPULSE: The Finnish front is stalk, 
waiting wliai will probably be t he Finn's only 24 attack on any Rus¬ 
sian unit, in ihc Bakk Mil it ary District the Soviet’s 1st and 7sh ARM 
are attacked at 5-1 with a Dl result. The 1st ARM is eliminated and 
the 7th retreats lo HIS. In the Western Military District the Soviet 
30ih in Kaunas is attacked at 44 with an exchange eliminating the 
German 5th INF. The Soviet 4th Army is eliminated at 5-1- Further 


south the Soviet 3rd INF in the forest at L23 is eliminated at 54 with 
the Axis losing the Italian 3rd Corp in exchange. At Bresi-Litovsk 
the Germans force a surrender of the Soviet 3rd CAV at 7'I, In the 
Kiev Military District Army Group South starts things off with a 7-1 
DE vs, the Soviet 1 iih ARM, To the south-west a 5-1 (with the aid of 
a stuka unit) on ihe Soviet 5th INF forces a retreat to S27, The 4th 
CAV in the Odessa Military District was AV'd during the movement 


phase, which allowed two armored and a grenadier unit to advance 
on both the Soviet 5th CAV and 12th INF With the aid of the third 
stuka a 4-1 is obtained on both units which promptly surrender. Fur¬ 
ther south, the Rumanian CAV is eliminated in a 1-3 soakoff vs 9th 
INF. 
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OPENING COMMENTS: The Russian army and 
territory are mutually dependent; the army rapidly 
melts away without the replacements supplied by 
the territory *5 worker units, and the territory is easi¬ 
ly overran without the army’s protection. This 
mutual dependency means that the Russian player 
must protect both of them; if he can keep them 
strong enough to protect each other (sacrificing ex¬ 
cess strength in one to reinforce the other when 
threatened), their mutual support will ensure they 
constantly reinforce each other leading to Russian 
dominance in the game. 

The Axis player starts the game with enormous 
attacking superiority that rapidly melts away with 
each Axis casualty, each additional Russian unit 
reinforcement on the board, and each Stuka that 
flies out of the game, As a result the Axis player 
needs to limit his own losses while inflicting enough 
to keep the Russians weak—in order to keep his 
own attacking superiority for as long as 
possible—and he needs to make the best use out of 
his attacking power while he has it, getting the max¬ 
imum advance (to conquer territory) and the max¬ 
imum attacking power (to conquer the Russian ar¬ 
my) out of every Axis unit every turn, If he can do 
this he will have extra turns of attacking power with 
which to win the game; if he fads his attacking 
power will wither away too fast until the Russians 
gain the superiority and eventually win the game. 

The key elements are the armies . A strong Rus¬ 
sian army protects the territory and diminishes the 
Axis attacking power faster than usual; a weak ar¬ 
my loses its territory and gives the Axis a gift of at¬ 
tacking time , A strong Axis army has extra time in 
which to win the game, a weak one loses time. This 
means that both sides need to play a delicate balanc¬ 
ing game of inflicting enemy casualties white 
limiting their own losses; the player who can gain an 
advantage in this balance will automatically gain 
time and territory, leading to even more of an ad¬ 
vantage until the game is won ♦ 

RUSSIAN SET UP; The Russian player starts the 
game at a great strength disadvantage that cannot 
be repaired until the hulk of the Russian army ap¬ 
pears as reinforcements on the third and fourth 
turns , As a result the Axis is automatically slated to 
gain time and territory for three turns; the question 
is how much the Russian can limit these gains by 
delaying the Axis advance, inflicting Axis casualties 
and saving his own units. He can delay the advance 
on the first turn simply by preventing penetrations, 
but the problem is that he then faces two more turns 
in which he must continue to delay with an inade¬ 
quate army. He must keep enough units alive each 
turn to serve as a defense on the next turn(s), while 
he is preventing the penetrations. Attacking to in¬ 
flict extra Axis casualties will pay dividends when 
the Russian reinforcements arrive and the game 
stabilizes (it may also weaken the Axis and slow 
down their advance in the critical early turns), but 
the Russian must make his defenses and attacks 
with the knowledge that in the early turns his losses 
affect the ratio of strength much more than the Axis 
losses—it is his own losses that should be upper¬ 
most in h is mind. 

There are three good ways the Russians can limit 
the Axis advance; prevent automatic victory 
penetrations, force the Axis player to tie up units in 
attacks to the rear of his advance, and force the 
zlx/s player to chance low odds attacks that have a 
chance of a 4 CONTACT ' result that can freeze a 
significant number of Axis units for an impulse. 
There are also three ways the Russians can limit the 
casualties he takes: set up in strong positions that 
force the Axis player to settle for tow odds attacks 
that lessen the chances of Russian losses, increase 
the chances of Am tosses and can have a ‘C’ result 
that wastes an impulse’s worth of attacking 


capability; set up in blocking positions that force 
the Axis player to make automatic victories just to 
get to Russian units on first impulse—automatic 
victory odds are poor for attrition and also prevent 
the A Ving units from attacking on the next impulse, 
further weakening the attacking strength; and, if 
things get desperate, just move out of attacking 
range and sacrifice territory to save units and force 
the Am to waste an impulse or turn of attacking 
opportunities * With these thoughts in mind, we will 
look at the Russian setup one district at a time. 



FINLAND: The Russian setup is not quite as 
strong as it should be; the Axis can attack the 5 at 
I-1 and the 4 at 2-1 if he wishes, without fear of the 
second impulse. Also, the Russians may want to 
move a unit out to help on the main front; since the 
doubled 4 is just as good as the doubled 5 in Holding 
off the Finns, it should be the 4 that stays and the 5 
that goes—so the 5 should be on the rail line. The 4 
and 5 should switch positions. 

BAL TIC: The setup prevents penetration, but it 
allows the Axis to attack i wo units at 5-1 on the first 
impulse (no chance of a contact) with 10 points—a 7 
and a 3—[eft over for deployment elsewhere; even 
worse, the rest of the units will then be wide open 
for a second impulse attack. Switching the 5 with 
the t wo armor units would risk only one unit instead 
of two, while switching the 6 instead would force 
the Axis to use a Stuka or gamble on a 4-1 (at best) 
with its possible ‘C result. This set up is too 
vulnerable to casualties; the Baltic is a relatively 
strong area and at least one unit should have a 
chance of surviving. 

WESTERN: The setup prevents penetration 
(more or less—a fair penetration over the 3rd 
cavalry, 5 th armor and 8th armor, and possibly the 
6th cavalry as well, is possible but not particularly 
desirable), but it is too vulnerable to casualties. Too 
many units are where they can be attacked easily 
and with great efficiency, without risk , For exam¬ 
ple, 16 points and a Stuka attacking from 121 gets a 
safe 5-1 against two units; the 3rd infantry in the 
woods is dangerous (Only an A V is safe from a 
retreat result that becomes a devastating *C 9 result 
because of the woods), but can be 'smothered* by 
an attack against 8th armor from M22 on the sec¬ 
ond impulse while soaking off against the 3rd— the 
3rd would then self destrua before the next Axis 
turn, The setup has too much strength up from and 
allows the Axis to attack with too much efficiency, 
which either frees too many Stakes and units free to 
be deployed elsewhere or (if the Axis wishes) results 
in too many riskless Russian losses. 

KIEV: Here the Russian forces are strong north 
of the mountains, forcing the Axis to commit units 
and Stukas or forcing them to settle for risky low 
odds attacks. South of the mountains the setup also 
forces the commitment of units or Stukas—but it 
does not stop the penetration. Twelve points and a 
Stuka at W25 gets a 4-1, with two chances in six of a 
breakthrough into the rear of the Russian position, 
one chance of a ‘C ‘ result (an Axis setback), and 


three chances of a neutral result. Two to one odds 
of blowing the Russian position apart are not bad 
odds, particularly against a strong player, 

In the Kiev district the Russians have the tasks 
of blocking the T24 mountains and the T26 pass, 
keeping the Axis from deploying in strength in front 
of Kiev and salvaging enough units so that they can 
be strong enough locally to confront and delay the 
Axis forces in the area for a turn or more. This set 
up threatens to let the Axis pocket the whole group 
from the south, losing the mountains, the pass, and 
the units and allowing the Axis into the plain before 
Kiev. The Russians should have more strength 
and/or better positioning in the south at the ex¬ 
pense of the forces in the north, with better posi¬ 
tioning in the north to make up for the loss oj 
strength (notice that in the north sixteen points and 
a Stuka in Q25 gets a safe 5-1 against two 
units — again). 

ODESSA: Here the setup prevents a deep 
penetration, but the weakness at ¥25 is what a/lows 
the potentially disastrous attack in the Kiev 
district. The Russian knows that the Axis can A V 
exactly one three point unit (using a Stuka, and with 
a soak-off unit left over), so he must be very careful 
where he places his three point units or the Axis will 
blow a hole and pour reinforcements from every 
front through it. There are many deployments that 
prevent this, however, and that do not open the 
south flank of the Kiev district, do not allow the at¬ 
tack and retreat forward ploy from hex BB25 and 
do not allow the double attack with a Stuka against 
two units (from Z26). 

Overall, the Russian defense prevents deep 
penetration but leaves its units open to heavy 
casualties; this ignores the potential disaster at hex 
W25, which is simply a flaw. The Axis should inflict 
heavy losses with little risk and low casualties, gain¬ 
ing time critically early in the game. 

May/June 1941 German Commentary: 

The Russian defense seems to be a very strong, 
well conceived one. The defense of the Baltic ispar- 
licularly effective. However, there are a few 
weaknesses which 1 hope to exploit. 

The key attack is the 4-1 using a STUK A versus 
12 INF and 5 CAV, This attack is made possible by 
an automatic victory versus 4 CAV, Any result 
other than a CONTACT will insure surrounding all 
forces of the Kiev Military District. IF 12 INF sur¬ 
vives the attack (DI, EX, DR) it can be retreated to 
Y24 where it and 12 ARM can be attacked at 2-1 
SURROUNDED in the 2nd impulse. R CAV soaks 
off against 9 INF at M but with a retreat route to 
BB24 in case of an AR. 20 INF and 38 INF are in 
position to provide a necessary 2nd impulse soakoff 
and protect Bucharest. 

The attacks on the rest of the front are designed 
to kill as many Russian units as possible. Note that 
in the Western District 3 INF, 4 INF, and 10 INF 
may be retreated to K22 where they can be isolated 
by 2nd impulse attacks on 6 CAV and 8 ARM 

AXIS TURN ONE; 

First Impulse; The Am make maximum attrition 
attacks and hit the hole at W25, threatening to 
pocket the Kiev group; strategically this is exactly 
right, threatening to wipeout the entire front line 
strength of the Russian army. If this succeeds the 
Russians will be critically short of units with which 
to slow the Axis advance the next two turns, 

RUMANIA AND SOUTH; The big gamble is 
taken at W25. The execution is flawless; notice that 
large forces must still be committed north of the 
mountains in the Kiev district to defeat the forces 
there and close the pocket from the north. 
However, whether the W25 attack works or not, the 
Axis wilt need large reinforcements south of the 
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GERMAN MAY/JUNE 2ml IMPULSE: In the Bailie Military 
District the Russian 11 ih Army is el i min [tied at 4- L Further south ihe 
German loses ihe42nd INF in an exchange at 4*1 on the Russian Sih 
Army. In ihe Western Military District ihe Soviet 6tli CAV is 
eliminated in a 3 -1. Fan her south the Russian Sth Army surrenders to 


a 5'1. The nearby 5th Army has better luck and retreats into the 
woods at M20 following its 5-1 defense, In The Kiev Military District 
the Soviet 26th INF is eliminated at 4-1 surrounded as is the 6th INF 
which would have escaped had it not been surrounded, lit the Odessa 
Military District the 12th ARM is eliminated in a 4-1. Farther south 


the German 3Sih INF continues ihe necessary soakoff vs the Soviet 
ftih INF which made ihe previous A V possible. The German survives 
ihe 1-4 and rei reals his unit forward io BB24, 


mountains for use on the second impulse; if the at¬ 
tack works they could exploit the victory and if it 
doesn 7 they will be needed to recover the situation. 
The Axis brings in only 17 points from other 
groups, however, which means that he will be weak 
both on this turn *s second impulse and on the first 
impulse of next turn—the units north of the moun¬ 
tains will be nearly out of range even if the attack 
works and the pass is cleared . By failing to rear¬ 
range his Kiev attack or his reinforcements to place 
more units in the south, he is risking disaster if his 
attack loses and lessening his gains if it wins, 

CENTRE: When the Axis player is seeking to 
maximize attrition 5-1 attacks are his best friend, 
particularly when he is attacking two or more 
defenders in the same attack; apart from the best 
casualty yield\ it avoids the wasteful *C f result. His 
worst enemies are penetration attacks—which have 
a far worse attrition yield, lose ihe units ’ attacking 
capabilities on the second impulse—and the 'C' 
results for interlocking ZOC) that can freeze units 
and prevent them from moving on the second im¬ 
pulse. 

The Axis Centre group is making its best attri¬ 
tion attacks, avoiding automatic victories and reiv¬ 
ing on the 5-1 and 7-1 (which have the extra advan- 
tage of minimizing Axis losses) at lacks. He is taking 
some unnecessary chances concerning *C J results, 
however—the 5-1 against the 3rd in the woods and 
the 4-1 against the IOth infantry risk tying up 45 
points from advancing on the second impulse. 16 
points and a Stuka in the north, an A V (20 points) 
against the 3rd cavalry and a first-impulse attack on 
the 5th armor followed by a second-impulse A V on 
the Sth, smothering the 3rd infantry and undoubl¬ 
ing the 6th cavalry, would take about 70 points, 
freeing 11 to help in Kiev; and it would be perfectly 
safe. On the other hand, if the Axis player is lucky 
he will do far better with the attack as if stands. 
He r d better be lucky. 

NORTH: What else? 


FINLAND: With the Axis attacking to max¬ 
imize attrition across the board, he really should at¬ 
tack in Finland, even if only a 2-1 against the 4-3, 
The extra unit that can be sent from Finland wilt 
help to repair the damage he is doing with the rest of 
his attacks. 

Second Impulse: The Axis was very lucky in the 
critical die rolls that could have tied up units or 
stopped his penetration , The attrition rate is also 
running higher than average, which helps him. He 
is, after allpursuing an attrition strategy—even 
though his losses are twice the average that could be 
expected. 

The Axis continues the attrition policy in fine 
style, with high odds attacks across the hoard. The 
Russian army is definitely going to be weaker than 
normal, but an interesting aspect is starting to show 
itself; since attrition attacks do not gain much 
ground, the Axis player is not gaining much ter¬ 
ritory. His units in the Western Military District 
and in the Northern part of Kiev are going to finish 
the turn in positions that are not realty very ad¬ 
vanced, even if they succeed in wiping out the Rus¬ 
sians entirely. The Russian weakness will pay off in 
Axis advances during the next two turns, but the 
second of those turns is an imponderable because 
weather can stop the Axis short without any Rus¬ 
sian units at all. With the Russian army decimated 
and the Axis penetration limited, weather’s impact 
on movement is going to be very important. 

There are a few flaws in the Axis positioning. 
Most importantly, there is only one HQ in the south 
and it is vulnerable to a counterattack; combined 
with the Axis weakness in units in the area, this 
could allow ihe Russian to repair his position in 
front of Kiev despite the Axis triumph at W25. One 
HQ should have gotten to 022, where it could help 
against the south, against the Dvina river line or 
against the upper Dnepr river line as needed. As it 
stands, with the Axis positions not very far ad¬ 
vanced, the Russian player can force the Axis to 
waste most of his attacking potential next turn 


simply by staying out of range in the north and rein¬ 
forcing in strength in the south. There are some 
placement flaws: the 38th infantry should retreat to 
BB23, clearing the rail fine; the 3rd panzer should 
advance to V22; it would still compromise the river 
(although not quite as well), but it would free the 
rail line and it would protect South HQ from a fwo- 
impulse offensive out of Kiev. Most importantly r 
however, the Axis fails to take Odessa. The Axis 
realty needs to take Odessa white their attacking 
forces are advancing in the area; they are going to 
have to take it eventually f and units that are sent 
back after it later have to be removedfrom the main 
front for a couple of turns . Besides, it is never 
weaker than at the start; it can be continually rein¬ 
forced by sea, and eventually the Russians can place 
a worker there ami start to place replacements, 
turning it into a major incursion in the Axis rear! 

Once more, the casualties inflicted run higher 
than the expected results for both players, and once 
again this favors the Axis attrition policy. 


Russian May-June "41: 

Ouch! Obviously there was a slight crack in my 
Kiev-Odessa setup, and Rob really took advantage 
of it. Small consolation that he admitted that my ar¬ 
ticle gave him his idea for the big breakthrough. In 
retrospect, it appears that the 12th Armored should 
be repositioned to X24 or X25, while the Kiev group 
should be pulled back in order to show a smaller 
fronl and prevent the easy isolation of the units in 
the mountains. The Baltic and Western groups did 
their job but paid a terrible price. Anyway, it will be 
a long while before his infantry ever sees the spires 
of the Kremlin. I can't understand why he didn't 
take the 2-1 against the 7th Infantry on CIO. The 
worst that can happen to the Finns is an A1, which 
can hardly hurt, whereas if he wins the attack, I 
would have to either fight them to regain the river 
line or retreat, which would eventually allow him to 
close off Leningrad from the North, 
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SOVIET MAY/JUNE 41 TURN: The Russians pull back in the 
north while attacking in ihc south, Both units in Kiev move to attack 
the German 3rd ARM at 1-1 but ate repulsed; the 12th ARM 
retreating to V21 atid the 18th INF to Y21. The Soviet's 5th INF is 


eliminated in a 14 vs the German 14th ARM and 17th and 44th INF 
at 14 r The bypassed 9th INF also attacks at 1-2 eliminating the 
Rumanian 4th INF in an exchange. On the whole the Soviet positions 
remain relatively unchanged during their 2nd impulse. On the Fin¬ 


nish front the 7th & 23rd INF still occupy BIO. In the Kiev Military 
District the 3rd and 4lh ARM attack the German 52nd PG at 1-2 bus 
are repulsed and eliminated due to isolation. Os her second impulse 
moves are shown with arrow*. 


For the first lime in my RUSSIAN C,4M- 
PAIGN career I don't have enough units to fulfill 
all of my objectives for the first turn. 1 can't even 
garrison both Odessa and Sevastapol, which I nor¬ 
mally consider manadatory, However, Odessa 
seems to be the logical choice, as a garrison there 
will slow down his troops and Sevastapol can only 
be taken by an invasion, which 1 doubt that he 1 !! 
risk. I'm mildly surprised that he would stick his 7th 
Armored out where I can get a shot at it. Obviously, 
he wants to break the Bug, but perhaps I can make 
him pay with a small counterattack. 

Unfortunately my l-i fizzled. I could have 
brought up another armored unit in order lo at¬ 
tempt a second 1-1 in the second impulse, but [ am 
so desperately short of units that l just couldn't af¬ 
ford this indulgence* 

As he has diverted 16 factors from AGC and 
AGN to AGS, it appears as if he is going after the 
southern production centers in a big way; thus I 
have responded in kind by shifting most of my 
forces to the south to meet this threat* Luckily he 
has only one HQ in the south. Otherwise he could 
take Kiev in July after overrunning the 12th Ar¬ 
mored. But now if heoverruns either the 12th or the 
18th* he won't have enough factors left for a decent 
shot at Kiev, 

RUSSIAN TURN ONE: With the Axis pursuing a 
(successful) attrition policy , the Russian is rich in 
territory hut weak in units * The obvious policy is to 
use the territory to take the pressure off the army t to 
give ground and get out of range t or put simply, to 
run like a hat out of hell. Alternatively, the Rus¬ 
sians can try to sacrifice their army entirely to really 
dog up the Axis advance, massing units right in 
front of the Axis armies; the blocking units will he 


eliminated, hut the Axis wilt not advance much and 
the game will comedown to the question of whether 
the weather will stop the Axis advance on the third 
turn; nothing else will be able to, since the Russian 
army will be gone). The one thing the Russians 
should not do is give the Axis a good advance and a 
good attack—but this is exactly what they do. This 
is the turn where the Russians give away the game , 

The Axis has a lor of strength in had positions in 
the north, and it is very tempting to just get out of 
range. Unfortunately, the Russians choose to de¬ 
fend the Dvina, the upper Dnepr and the region in 
between, just within Axis striking range on the first 
impulse. Creating a solid Russian defense requires 
forming a solid front tine of units backed by in¬ 
terlocking ZOC, so that to penetrate the Axis must 
mass A Vs just to get to the second line on the first 
impulse, tying up targe amounts of strength. Open 
lines (alternating units and ZOC) can be wiped out 
or penetrated, regardless of their strength. Here, 
the severe Russian losses leave them with too few 
units to form solid lines in the north and the south, 
so they set up open lines in both places, inviting 
destruction. They would do better to abandon the 
north and mass solid lines in the south, where the 
Axis weakness offers the Russians the chance for a 
successful confrontation. 

There are some technical flaws as well. The 
placement of the 3rd panzer offers the chance for a 
two impulse attack aimed at HQ south which 
would really screw up the Axis if it worked, but the 
Russian attempt in this direction is simply too 
weak. Odessa should be reinforced with a large 
replacement . Too much Russian strength is tied up 
in the rear; the 4 at Rostov could be replaced by a 


weaker unit, and using two units to hold off the 
Finns is simply ridiculous in light of the Russian 
manpo wer shortage. 

There's a bizarre note to this game that’s worth 
mentioning as a warning to those who write strategy 
articles and then get involved in a series replay. I 
don V want to deter anyone from either activity, but 
when you commit yourself to a strategy in print you 
have a natural desire to vindicate that strategy in the 
replay—even when your opponent is going to ex¬ 
treme lengths to make that strategy inapplicable in 
the game being played; you have a tendency to stick 
with the strategy to prove its worth even when the 
game 's events make a change in strategy more 
desirable. Now, the Viipuri defense is based on for¬ 
ward defense in strength and Mr. Jarvinen is still 
frying to implement that defense even though the 
Axis player has craftily destroyed the strength that 
is necessary to make it work. He is sacrificing the 
game to try and salvage the strategy. It just goes to 
sho w you should al ways be flexible in choosing and 
changing your strategy—and that show biz has its 
dangers even in gaming. 


Jul/Aug 1941 German Commentary: 

The big attack this turn Is a 4-1 vs Kiev. This is 
made possible by the Automatic Victory versus 12 
ARM, giving me a slightly better than 90^o chance 
to take Kiev this turn* 

On the rest of the front 1 am trying to kill as 
many units as possible. My forces in the north and 
center will be in position to threaten a drive on Len¬ 
ingrad or Moscow next turn. 
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GERMAN JULY/AUGUST 1st IMPULSE: The Finnish from re¬ 
mains quiet. Along the Baltic [he Germans reach Riga, and attack it 
at 5-1 (with air support) taking the city at the cost o!" the 2nd INF 
which is lost in exchange. Northeast of Vitebsk German armor and 


air throw a bridgehead across the river and eliminate the Soviet 7th 
ARM in the process with a 7-1, In the south the Germans AV the 
Soviet 12th ARM thanks to the unexpected arrival of a Mountain 
unit which allows them to reach Kiev with three armor units. Air sup¬ 


port makes possible a 4-1 which results in the surrender of the city 
garrison. Odessa falls to a b I surrounded which eliminates the Soviet 
2nd CAV for failure to retreat. 


AXIS TU R N T\V O: The Axis eon tin ue to m axim ize 
attrition at the expense of penetration. This will 
lead to a strong unit strength position even after the 
Russian reinforcements pour onto the board t hut 
once more by limiting his advance the Axis player is 
gambling on having good gambling weather in the 
fail , If he can get to things he'll be able to attack 
them t but will he get there? 

First Impulse: The Axis player is not even taking all 
of the penetration he can get while attacking to 
maximum effect , A 6, t >vo 4s and a Stuka against 
Riga and two 8s and a Stuka against the 6th armor 


on LI4 would break the Dvina from both ends , 
leaving the rest of the forces to mop up and an Sand 
a 7 to attack the 5th armor on NI5 on first impulse. 
This would allow the units to advance farther, and 
the 2nd armor could be attack ed second impulse; all 
of these attacks would be safe from contact results 
and armor casualties. The move as actually played 
breaks the Dvina all right, it just lets the 2nd escape 
and gets less penetration than it could. 

fn the south the Axis just barely gets away with 
his sins, Odessa, unreinforced, falls to a 3-1 in an at¬ 
tack that could have been unpleasant but once again 


the Axis player survives a risk unscathed. He takes 
another risk against Kiev and comes up lucky again . 
By winning his risky attacks the Axis player again 
makes complaints sound a little querulous, but in 
fact he would have done better to simply use his 
southern Stuka to ensure Odessa*s fad white mass¬ 
ing units before Kiev and wiping out the / 2th ARM 
and 18 th INF on the first impulse and ‘smothering’ 
Kiev by attacking the 22nd on second impulse; this 
would inflict some extra casualties , make more of 
an advance towards Dneprepetrovsk and, by mak¬ 
ing the soakoff against Kiev a 1-1 from VI9or V20 t 



WENT 


GERMAN JULY/AUGUST 2nd IMPULSE: Army Groups North 
and Center continue to advance, crossing rivers and destroying 
Soviet units with impunity. South of Riga the Soviet 10th ARM is 


eliminated in a 7-1 surrounded. Southeast of Vitebsk the Soviet 6ih 
and 5th ARM are lost in separate 7-ls. Southwest of Kiev the Soviet 
llth INF is AV'd allowing the Germans to concentrate against the 


Russian 6th CAV for a 7-1 surrounded. 
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SOVIET JULY/AUGUST ’41 TURN: Sialin flees to Archangel. 
Replacements bring back the 27th INF. 10th ARM. and the 2nd 


CAV. In his second phase, the Soviet moves STAVKA to U3. Rein¬ 
forcements appear in Moscow and Kursk. The illustration shows the 


game positions at the end of the second impulse. 
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allow the Axis to retreat forward and break the 
swamp line with major forces. 

But why cavil? Technically the Axis play is 
flawed, but strategically it is going very well. The 
units on VJ9 are important, Russian casualties are 
heavy and the Axis is one good turn away from in¬ 
flicting real damage. 

Second Impulse: The Axis attacks envelop the posi¬ 
tions that were compromised during the first im¬ 
pulse. The overwhelming nature of these attacks is a 
tip-off that they are using more strength than is 
really necessary; with a little better play that extra 
strength could have gained some additional 
ground. 

One thing that is worth mentioning about the 
Axis* ovewhelming attacks is that they minimize 
losses, and the Axis is in very good shape regarding 
casualties. Actual losses are still running ahead of 
expected losses for both sides, but the Axis army 
still has conserved its strength remarkably well. 


Russian July-August *41: 

Err . . . ahh . . . what was that I said about 
Kiev? Actually the theory was correct but my ap¬ 
plication was ridiculous. Which means I completely 
overlooked the 49th Mountain Corp, which was the 
key to the whole attack. Which also means I have 
just handed him the bulk of my troops. My only 


possible move this turn was to withdraw, holding 
some strong points, and pray for mud. Note that 
with heavy MUD, AGS won’t have anybody to at¬ 
tack during the first impulse. (It’s nice to be able to 
find a bright spot in almost anything.) Delay units 
would be nice (like in Dnepropetvsk, for example), 
but can anybody tell me where they’re coming 
from? With clear weather it would be possible for 
him to get a 1-1 against Moscow, so it seemed ap¬ 
propriate for Stalin and Stavka to take a small leave 
of absence. The 2nd Cavalry and 2nd Armored are 
to prevent such a l-l attack from surrounding my 
glorious capital. 1 have counted very carefully and 
the 18th Infantry on El2 cannot be overrun (he says 
. . .). I released one of my units from the Finnish 
front as I doubt Rob would take a 1-1 attack against 
the 7th on BIO when, afterall, he refused the 
original 2-1. 

On the dark side, I can honestly say I have never 
lost so many units in two turns before. It appears 
disastrous, but hope springs eternal . . . 

My basic strategy now, which is considerably 
different from that with which 1 started the game, is 
to abandon the south except for strong points in my 
production cities. I anticipate my winter line to 
stretch from Leningrad (which is why I am so deter¬ 
mined to hold it) through Kalinin and Moscow to 
Gorki. Undoubtedly he will penetrate the moun¬ 
tains around K10, but I hope to regain this area with 
a small winter offensive. If the weather remains 
clear though, I may as well pack it up. 


RUSSIAN TURN TWO: Now the Russian has 
nothing left with which to defend except weather 
and space. He abandons the front and prays for 
mud, any kind of mud; he is giving up his last 
reserves of space to save what's left of his army. The 
space will be enough if the weather is bad, but clear 
weather will allow the Axis to regain lost ground 
and finish off the Russian position. Technical note: 
as a hedge against light mud, the Russian player 
should really leave a blocking unit in front of 
Kharkov, as he has at Leningrad. 

Sept/Oct 1941 German Commentary: 

The weather roll has, temporarily at least, saved 
the Russians. As in most Eastern Front games, one 
weather roll is worth quite a few normal attack 
rolls. 

This turn I will clean up the Russian forces in 
front of Leningrad. I will be able to assault the city 
at 4-1 next turn if I get CLEAR or MUD weather. 
The 1-1 with the Finns is an attempt to put more 
pressure on Leningrad. One Finnish unit can always 
be replaced next spring. 

In the south I have to settle for a 50-50 chance of 
taking Kharkov during the 2nd impulse. I will need 
CLEAR or LIGHT MUD to advance any further 
next turn. In the center I am preparing to go on the 
defensive for the winter. 

I feel that I will be in excellent position if I can 
take Leningrad and Kharkov before winter. If not it 
will be a hard fight in 1942. 
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GERMAN SEPT/OCrr 1st IMPULSE: Due lo his shortened move 
ment capacity in the LIGHT MUD and the large scale withdrawal of 
Soviet units the previous turn, the German appears to be merely ex¬ 
tending his rail and supply lines. Although the Finns finally attempt a 


l I north of Leningrad it is repulsed with the loss of the Finnish 7th 
INF. In the South the Germans spread out from Kiev along the rail 
lines, moving towards Dnepropetrovsk and Kharkov. In the center 
Vitebsk is consolidated, as is Smolensk. To the north, the approach 


to Leningrad is cleared by a 7-1 which forces thesurrendcr of the 16th 
INF. 


AXIS TURN THREE: Light mud, and now the 
Axis pays the price for not advancing to the utmost 
last turn—he cannot quite get to things so his at¬ 
tacking potential is wasted. About all he can do is 
get into position for (he next turn and pray for good 
weather. 

The Axis closes in on Moscow and Leningrad, 
clearing the approaches, but again there are 


technical flaws: moving within three hexes of 
Moscow just gives the Russian a chance to 
counterattack with bad weather impending, in 
hopes of inflicting some casualties to make up for 
his own weakness; and sending the panzers against 
Leningrad is a mistake (although a popular one), 
since their mobility is far more important out in the 
Bryansk plain. On the other hand, the Axis makes 


some very nice plays as well—moving the forces and. 
HQ out into the Bryansk area is important 
strategically, widening the front against Moscow 
and the southern cities at the same time, and mov¬ 
ing the infantry unit to JIO does the same trick 
north of Moscow—there is a nice point to this 
move, since it forces the Russians to detach units to 
deal with the threat at a time when he is still weak 



GERMAN SEPT/OCT 2nd IMPULSE: The German effort to clear 
the approaches to Leningrad continues with a 5-1 surrounded attack 
on the Soviet 27th INF which eliminates the German 10th INF in an 
exchange. There is no combat in the center but the Germans do oc¬ 


cupy Bryansk, a vital link in the rail net as well as a supply source 
come winter. In the south, the Germans begin a move to capture an 
unguarded Sevastapol as well as occupying an abandoned 
Dnepropetrovsk. At Kharkov, a risky I I attack forces the Russians 


out of the city, eliminating the workers and retreating both Soviet 
units to Z13. 
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SOVIET SEPT/OCT ’41 TERN: Five reinforcement INF armies ap¬ 
pear in Moscow and seven more roll in from the East. Replacements 
in the form of a 4-3 INF and 3-5 ARM also appear in an attempt to 


secure Leningrad, and Moscow. Two armor units go over to the at¬ 
tack in the mountains south of Leningrad, striking the German 26th 
INF at I -I but the9th ARM is eliminated while the 10th retreats to J8. 


In the south, the Soviet player again withdraws and concentrates on 
defending Voronezh, Rostov, and Stalino. Sea movement in the 
Black Sea is successful and the Soviet 49th INF occupies Sevastopol. 


and thus is superior to moving to LI l, where the 
detachment would serve double duty, also serving 
as part of the normal defensive line north of the 
city. 

Oh, yes, and the Axis takes a cheap shot at 
Kharkov—which works. Apart from ensuring the 
fall of the city regardless of the weather next turn, 
this removes one task from the Axis agenda and 
allows them to concentrate on other things next 
turn. 

Russian Seplcmber-Oclober *41: 

Now the Finns take the 1 -1. Why now? Anyway, 
he lost that attack (serves him right for waiting so 
long). But the successful 1-1 against Kharkov really 
hurt. 

Sevastapol is easily garrisoned with sea move¬ 
ment. A 4-3 infantry makes it 2-1 proof unless he is 
willing to use a Stuka. Holding the river line from 
Rostov through Kursk to Tula appears hopeless. I’ll 
just try to extricate my units. He did a nice job of 
penetrating the mountains. A I -1 against the 26th is 
worth the risk to drive them out. Note that since the 
attack is in the second impulse, a Contact result 
works in my favor. 


He’ll need a little luck to take Leningrad, and 
Moscow should last the winter. Stalino will prob¬ 
ably fall if it doesn’t snow. But at this point, 
something has to go right for me. 

Well, my 1-1 was another failure. Oh, well. . . 

RUSSIAN TURN THREE: At last, units—and bad 
weather in the offing (he hopes). At this point the 
Russian player should take stock of his game, and 
what he finds is not good. Even with his rein¬ 
forcements he is at a strength disadvantage thanks 
to his own losses and the low casualties the Axis 
have suffered, and his losses in territory have been 
bad—and may get worse, with a turn of uncertain 
weather upcoming. Actually, the Russians need to 
counterattack in strength to inflict some casualties, 
particularly around Moscow; he cannot generate 
new Russians, but he can remove Axis units, and 
each Axis unit is twice as deadly on the attack as on 
the defense—they get to attack twice per turn, after 
all. The risk is not all that great anyway, since a few 
extra casualties will not kill the Russians as long as 
the weather is bad—and if the weather is good, 
nothing will save them. 


In the event, however, the Russians do not at¬ 
tack. They are clearly praying for snow; even mud 
or light mud will cause them to lose something. 
Technically they should not leave anything next to 
Leningrad (the old smother attack ploy without a 
direct assault) and they could defend a little better 
around Moscow and Rostov, but if snow falls all 
will be forgiven. 


Nov/Dec 1941 (>erman Commentary: 

The weather gods must really like me. The 
CLEAR weather gives me the opportunity to 
deliver a knockout blow to the Russians before 
winter. 

The main attack is the 4-1 versus Leningrad. If I 
win this attack I will be able to get a 4-1 vsFlOinthe 
2nd impulse (unless I lose units in both the 4-1 and 
the 1-1). 

In the south I want to guarantee Stalino at 5-1 
surrounded. The drive to the Don is also important 
as it will kill two more Russian units and force the 
Russians out of Voronezh. 



GERMAN NOV/DEC 1st IMPULSE: Takingadvantageoftheclcar 
weather. German Army Groups move to attack the defenses of 
Moscow, Stalino and Leningrad simultaneously. At Leningrad a 
stuka and massed armor gains a 4-1 vs the city. The resulting ex¬ 


change costs the Soviets their worker unit, the 23rd and 54th Soviet 
INF withdrawing to CIO as the German loses his 7th INF. Outside the 
city the I-I vs the Soviet 20th and 40th INF results in a CONTACT. 
In the forests before Moscow, the 55th and 33rd INF are eliminated 


by 7-1 s. The 32nd INF temporarily survives a4-1 surrounded due to a 
CONTACT. To the south. Stalino falls to a 5-1 as the Germans enjoy 
their last three Stuka turn. 
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GERMAN NOV/DEC 2nd IMPULSE: Leningrad is occupied, and a 
4- ] is massed vs ihe two Soviet INF armies lo ihe SE of the city with 
the Russians retreating to F8. Juss east of Lake Ilmen lhe49th&26th 


INF attack ihe Soviei 52nd INF ai 2-1 surrounded, ihe 26th is lost in 
the resulting exchange. West of Moscow ihe Soviei 31 se surrenders id 
a 6-1 and the 3 2n d is polished of f i n a 5 -1 su nounded, The Soviet 19t h 


& 22nd INF arc eliminated in a 4 S outside Voronezh. Only the SS 
unit is lost in a soakoff from A AS at odds of 1-4. The illiiSE radon 
shows [he final positions m the time of the Russian surrender. 


THE LUCK FACTOR 


Luck played an important part in this game, as 
might be expected when one player is blown away in 
four turns. Real attrition exceeded expected attri¬ 
tion for both players continuously throughout the 
game, which played right into the Axis player’s 
hands even though the extra attrition he suffered 
exceeded the extra attrition inflicted on the Rus¬ 
sians, He was basing his game plan on attrition, 
after all, so the extra losses hurt the Russians far 
more. 

More important, however, was the Axis player’s 
luck in the critical die rolls that came up whenever 
he took a chance. On the first turn he took one 
critical chance—the breakthrough at W25—and 
two minor gambles that could have tied up signifi¬ 
cant forces w ith contact results. On the second turn 
he took one critical chance—the attack on Kiev at 


4-1 —and one lesser gamble against Odessa. The 
odds favored each one of these gambles individual¬ 
ly, but the Axis player was taking unnecessary 
chances—and all of them came through for him. 
On the third turn he was unlucky enough to get light 
mud, but his long shot attack against Kharkov suc¬ 
ceeded. And on the fourth turn, he hit the jackpot 
with clear weather and took four lesser 
gambles—the attack against Leningrad, the 7-1 s 
against the 55th and 33rd in the woods and the 4-1 
against the 32nd—and only one of them turned sour 
on him. The Axis player took chances time and 
again and got away with it, and that was all he 
needed to turn a superior position into complete 
triumph. 

This chart gives a summary of the luck element 
in the game; 


TURIN AXIS LOSSES RUSSIAN LOSSES CRITICAL ROLLS 



Expected 

Real 

Expected 

Real 

Major 1 

Odds 1 

Minor' 

Odds 1 

I 

13 

14 

67.7 

73 

1(1) 

33% 

2(2) 

69% 

2 

2,2 

4 

27.8 

36 

1(1) 

83% 

1(1) 

67% 

cum.* 

15.2 

18 

95.5 

109 

2(2) 

28% 

3(3) 

44% 

3 

4.5 

5 

12,5 

15 

1(0) 

100% 

1(1) 

33% 

cum. J 

19,7 

23 

108.7 

124 

3(2) 

58% 

4(4) 

15% 

4 

6.3 

9 

48 

41 

1(1) 

17% 

4(3) 

87% 

total 

26 

32 

156.7 

165 

4(3) 

23% 

8(7) 

35% 


Notes; 

“The number in parentheses indicates the [lumber of critical rolls that were won by the Axis. It is worth noting that 
when the Axis won they won big; the W25 would have been a victory with a DE result and he rolled a DS, for example. 
The Kiev attack would have been a success even if the defenders only retreated but in fact they were eliminated and ihe 
Sight mud roll is treated as a loss even though ihe Axis could have rolled MUD. 

The number indicates the probability i hat the Axis player would roll as well as he did or better. For example, i f he won 
three out of three the number indicates the probability of winning all three gambles; if he won two out of three the 
number indicates the probability of winning two out of three or belter. 

’Cumulative totals through this turn. 

Final Note: Notice how low the Axis expected 
losses are and how large the Russian expected 
losses are, This reflects the nature of the attacks 
the Axis player was making—a clear indication of 
how carefully he was pursuing his strategy of get¬ 
ting favorable attrition. 


AXIS TURN FOUR: Clear weather, and now it is 
just a question of what the Axis player allows to 
live. Even Moscow can be threatened, A short tour 
of the carnage: 

The Axis player ready should take Leningrad by 
a smother play instead of a 4-1, but the 4-1 loses the 
opportunity only if the El against the 20th and 40th 
Infantry drives them away. In other words, the Axis 
is taking the chance that l) the Leningrad attack will 
fail and 2) the El will succeed, which then leaves 
them with a El to take the city. AH to no point (it's 
not a very big chance anyway}—the city falls. 

The Axis have the choice of a drive on Moscow 
or a drive against Voronezh, and he tries to do a lit¬ 
tle of both , This means that he has to chance some 
4-Is again, and rhis time the Moscow one fails on 
first impulse, stalling the drive (the other one works 
on second impulse). The Axis should really have 
concentrated in a Moscow drive through Tula—it 
would spread his effort less and inflict more 
casualties in a central area. 

In the far south the Axis player could have ar¬ 
ranged things to take Rostov or at least drive the 
Russians out; not holding the river line can be a 
serious flaw if the Russians go over to the 
counterattack , But everything else is going well, so 
why worry? 

The Russian surrenders. There is not a tot of 
play left in his position—only the Moscow worker 
and the Moscow units are left—but if he has any 
chance at ad it is to gamble on inflicting Axis tosses 
in the upcoming winter. The Russians should attack 
in strength, gambling on some good luck; however, 
if the Russian player does not—and it is easy to see 
why the Russian player would be discouraged 
enough to not think much about counteroffen¬ 
sives—he has no hope at ad and he should just 
resign . 


Russian November-Decern her ’41: 

I find myself somewhat at a loss for words. In 
fact, only one word comes readily to mind- 
devastated! There really was no point in playing on. 
The Russians can survive even iF they’ve lost lots of 
troops as long as their production capacity is intact. 
But heavy losses coupled with a non-existent pro¬ 
duction program spells certain doom. It’s just a 
matter of time. Therefore I have surrendered and 
tendered Rob my congratulations. He deserved this 
fine win. 
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MORATORIUM 


The Russian failure in this game stems from the 
three following points; !) the flaw in the original 
setup; 2) the overlooking of the 49th Mountain in 
the first game turn which allowed the AV leading to 
the early fall or Kiev and 3) the clear weather in 
November. Each mistake by itself would not be 
disastrous, but to have more than one or two 
against a player of Rob's caliber is deadly. He cash¬ 
ed in on every one, kept me unbalanced on every 
turn, and when the opportunity presented itself, he 
delivered the coup de grace in fine style. Sic semper 
tyrannus. 

Concluding German Commentary: 

The decisive battle was the automatic victory 
and 4-1 in t he south on the first turn of the game, I 
don't believe that the Russians ever recovered from 
this. The automatic victory and the 4- L against Kiev 
on the second turn was also a telling blow. The early 
capture of Kiev freed German forces to drive on 
Kharkov and Stalino on turn 3. 1 was fortunate with 
some or the die rolls but the big break was the 
weather roll on turn 4. This was the last straw for 
the Russians and enabled the Germans to end the 
campaign in 1941. 

Summary: The Viipuri setup is prone to heavy attri¬ 
tion, but the Viipuri defense is based on forming a 
strong defense. This is a def inite dash in policy that 
a dever Axis player can exploit as this one did. The 
problem with an attrition policy is the lack of 
penetration , but in the end the good weather at the 
end ga ve the Axis an extra turn to make up this defi¬ 
ciency t which was ait it took. 

The other decisive factor in the game was the 
Russian player's tack offlexibility on the first turn , 
There is no way of telling what the penetration and 
attrition situation will be at the moment when the 
Russian player starts his first turn; the Axis player 
just has too much leeway in selecting his attacks. As 
a result the Russian must keep an open mind about 
what he will do, defending territory if he has the 
units or abandoning it to save his units if he is weak. 
Territory and strength must be used to protect each 
other , which means the threatened one should be 
protected at the cost of the other. 

The Axis player was a tit tie remiss about 
advancing particularly on the second turn „ and his 
plays were repeatedly flawed technically, but his 
luck held and most importantly his strategic ap¬ 
proach was extremely sound . By minimizing his 
own tosses and keeping the Russians weak he main¬ 
tained his attack superiority throughout the year 
and in fact would be in good shape at the start of the 
next year even if he had eliminated no workers at 
alt , With both the workers and the Russian army 
gone , and his own attacking power intact , the Axis 
player’s victory was about as complete as can be 
achieved against a competent opponent. 


FOREIGN 

READERS 

Due to contractual obligations with our 
exclusive distributors we cannot accept mail 
orders for games from Australia, Britain. Ger¬ 
many. Greece. Italy or Japan. Such orders must be 
placed with our exclusive distributors whose 
addresses you'll find listed on Page 2 of this 
magazine. Orders for parts and airmail subscrip¬ 
tions to the GENERA Lare not subject to this ban, 
APO and FPO addresses of U.S. servicemen 
likewise are not subject to this ban. We also urge 
you to get in touch with the distributor for your 
country m regards to placing your GENERAL 
subscription through him which in most cases will 
result in considerable savings for you, _ 


‘Tut a gamer.’ 1 The voice is very soft. ‘Tve 
been a gamer for”, hesitating, “for, about twenty- 
three years. ” “About three years ago* \ the control 
slipping now, “my wife left me.” “My kids don’t 
respect me anymore, my eldest boy won’t even talk 
to me, even the dog growls at me. My wife married 
this other guy, an insurance salesman just like me 
who golfs on weekends. He’s home by noon. He’s 
never even heard of wargaming. Thinks THIRD 
REICH is a book by some guy named Shirley. ’ ’ The 
tears come. 

Audience members cry along, emotion 
unrestrained. 

Someone breaks into a chorus of “We shall 
Overcome”. Others join in. Tears subside in song. 

*Tm sorry,” 

“That’s okay brother, take your time.” 

He wipes his face with a monogrammed hand¬ 
kerchief (AM). Blows his nose. Snuffs out the last 
sniffle. 

“it all began in December ’65. We were shop¬ 
ping for a Christmas present for my boy. He was 
two then. We were in some toy store. She, my wife, 
went to look at dolls and stuff for my brother’s 
kids. I headed for the trains, just to look. As I was 
walking down the game aisle, I saw this game called 
AFRIKA KORPS . My father had been at Tobruk. 
Said he saw Rommel. I picked up the game and 
opened it. 

1 never got to the trains. A half hour or so later, 
my wife found me in that same aisle setting up the 
pieces on the map, on one of the aisle shelves. 
Needless to say, J bought the game. 

It wasn’t easy to find opponents for wargames 
in those days, so at first, I just played solitaire, 1 
spent a lot of nights in my basement trying to find 
the perfect German strategy. And after 1 had it, 1 
went on to other games. But l was getting restless. 1 
wanted an opponent. My three-year old was candy. 

I advertised for opponents. After several weeks, 
a guy called me. He lived about two hundred miles 
away, but I had to go. I beat him. 

We started to get together regularly. I’d visit 
and stay overnight and get into work the next day 
after noon. Tell my boss I’d been away on business. 
Once a week, then twice a week. I told my wife they 
were regular business trips. 


Meanwhile, 1 kept advertising. At last, it paid 
off. A guy in the next town called me. And he had a 
friend who gamed too. Suddenly, other opponents 
surfaced. I began to write to people in other states 
and play by mail. It was then that I began to lose my 
head. Playing three, four nights a week, business 
trips every weekend. 

My wife found out. She was hysterical. I told 
her it was only social gaming. She begged me to get 
some help, to see someone. 1 told her everything 
was under control, I could handle it. She told me 1 
was sick. I had a disease. 1 laughed. I told her I just 
needed one more game. 

She was right, of course, I was hooked. 1 kept 
worrying where my next game would come from. I 
started staying home during the day to plan strategy 
for an upcoming game. 1 only felt calm when 1 was 
gaming. 

I bought every game out. Magazines. Books. 
Blank counters. War souvenirs. T-shirts. 1 was 
spending all my time gaming. My thirst was unend¬ 
ing. 

Not surprisingly, I was fired. Actually, 1 had 
been fired several weeks before I found out. I 
walked into the office one day to get a book I’d left 
there, and my boss told me I was fired. 1 didn ’ t care. 
I thanked him. 

I collected unemployment and stayed home. My 
wife got a job. I began to steal the household 
money, what little there was. My kids hid their 
piggy-banks. 1 couldn’t stop myself. The 
unemployment ran out, but I stayed home. 

How my wife suffered through those years. 
Why she stayed with me I’ll never know. Finally, 
she left. It was that, or die. 1 had slopped caring 
about how 1 looked, what I ate, sex, everything ex¬ 
cept games. I didn’t even play against anyone 
anymore, 1 stayed home and worked on the 
ultimate wargame. It was going to be a map of the 
world, made up of dozens of regular-sized maps 
and hundred of thousands of counters. And I was 
already planning its extension—the whole universe, 
i don’t even remember her leaving. 

1 was living in the basement now. No contact 
with the outside world. One day, a man came down 
the stairs and just stared at me. Then he went back 
up. The next day, they came for me. A whole bunch 
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of people. Cops. Health Inspector. Doctor. Attend¬ 
ants. Collectors. 

On the way out to the van T I noticed there was no 
furniture in the house, most of windows were 
broken, there were no cars In the driveway, and the 
grass hadn't been cut. I would have to tell the wife 
about that, 1 thought to myself. 

1 went cold turkey. The shakes, convulsions, the 
whole bit. It worked for awhile. About two months. 
Then I got a job as a short-order cook. I spent my 
first paycheck on games. 

The second time was worse than the first. The 
third worse still. After that, the times became lost in 
horror. I knew I was dying, but I couldn't save 
myself. 

Then I met Bill. He’d been a gamer too. He told 
me about GA and the buddy system. Said he’d be 
my buddy, i said I’d try it. And I did. One day 
though, I cheated—bought a game. Just one. Bill 
found it under the bed during his daily inspection. 
He beat me senseless. 

I Jay on my bed for days, near death. Bill 
wouldn't take me to the doctor. Said it was better I 

die. 

One morning, a bluebird landed on the win¬ 
dowsill, 1 watched it and it seemed not to notice 
me. It was so happy. Suddenly, l knew the truth, 
1 remembered the man I'd been years before. I 
cried and the tears washed my face. My soul was 
cleansed. I broke the habit.’* 

Applause. Cheers. 

Filing out, the members pass under a doorway 
with the sign: 


GAMERS ANONYMOUS 
Serving the Afflicted since 1972 

***** 



A,H. Philosophy . . . Continued from Page 2 


BLOODY FUDGE, NAPOLEON AT BAY, 
NAPOLEON A T LEIPZIG, and numerous develop¬ 
ment credits. 

Closer to home, this issue contains the long 
awaited MAGIC REALM feature. Universally 
praised for its innovations and cursed for its 
rules, MAGIC REALM owners should spend 
some time with this issue. If nothing else, the 
question and answer insert should help you com¬ 
prehend the rules more easily. Well eventually 
have a revised rulebook available for the game 
but for the time being this issue should be a big 
help. 

We may not have the necessary color 
separations available to advertise them in this 
issue but both CRESCENDO OF DOOM and WAR 
AND PEACE are now available for mail order pur¬ 
chase. Each game sells for $15,00. Playtest 
reports for both games have been very 
favorable. 

Lastly, the new year will bring with it a slight 
increase in our payment rates for articles printed 
in THE GENERAL. Starting with the January, 
1980 issue we will be paying $6.00 or $9.00 
worth of Avalon Hill merchandise per 10 inch 
column of edited text. We are in great need of 
quality material for the magazine and actively 
solicit articles from the readership. If you enjoy 
the GENERAL *s emphasis on true game analysis 
rather than the more commonplace history or 
review approach of many other magazines, give 
some thought to lending your expertise to the 
readership in the form of an article. If just one 
reader per thousand would favor us once a year 
with an in depth analysis of his favorite game, 
THE GENERAL could be greatly improved. Who 
knows —we might even get one done on time. 

O 


ADDITIONAL RULES ... Continued from Page 13 

the counters listed in the next stage after his current 
stage, and can use it in the next game. 

3.11 A character who is at first stage and who has 
two extra counters is still at first stage. 

3.12 When a character gels all three of the counters 
of a stage, the next game he starts at that new stage 
with the appropriate Spells and equipment. 

3.2 The character who won the game jumps a full 
stage in the next game. If he were first stage with 
one extra counter, the next game he would be sec¬ 
ond stage with one extra counter. 

3.3 A character who is killed drops a full stage for 
the next game. 

3.31 If the revival rule is being used and a character 
is killed, he loses the stage before he is revived—and 
if he is killed again he loses another stage. 

3.32 A character can never be lower than first 
stage. 


4, When a character reaches fourth stage he should 
continue to keep track of the stages and counters he 
has earned even though he cannot get additional 
counters. 

4.1 Instead of extra counters, a character gains cer¬ 
tain advantages for each full stage he has earned 
above the fourth (he gains nothing for counters that 
do not complete a stage). He takes these items when 
he places his first hex tile. 

4.11 Fifth stage and above: 15 extra GOLD. 

4.12 Sixth stage and above: Take one random 
treasure card from any native group. 

4.13 Seventh stage and above: 10 NOTORIETY 
and 5 FAME. 

4.14 Eighth Stage and above: Take one horse from 
any native group. 

4.15 Ninth stage and above: Gets bonus phase 
every day. 

4.16 Tenth stage: Take one weapon or armor 
counter from any native group; or record one extra 
Spell of any type, 

4.17 Eleventh stage: The character should be 
declared an ‘immortal* and retired, and his owner 
should start over with a new (and preferably dif¬ 
ferent) character. Over the really long haul the 
players can compete to see who can reach ‘immor¬ 
tal 1 status with the most characters. 

4.2 A character must record and acquire extra vic¬ 
tory points for his excess stages of development* so 
a seventh-stage character needs eight points to win. 


5, The players will find that games can end quickly 
when some of the players are at low stages; when a 
game ends too quickly the characters can leave the 
board setup, move to the start of the next lunar 
month and start the next game from there. /—\ 


THE GENERAL 


THIRD REICH . , * Continued from Page 21 

ranean, and Malta MUST be reduced and the 
Germans MUST do it all. (Get them to use their air 
force to counterair) and YOU take possession of it. 
These are the very concessions the Italians wanted 
from the Germans, but backed down on. I consider 
it imperative to ask for them. Not to the letter, of 
course, the Germans will always welch on some of 
them but having so many you cushion youself and 
will wind up with just the number you can hold and 
really need. Also the two variants numbers 4 and 9 
increase immensely the Italian bargaining position 
with either side. 

The watchword for the Italians is “To the 
British, treat 'em nice: to the Germans* make 'em 
pay," 

FR ANCE Of all the powers, France has to do the 
least to win* all she had to do is survive. The three 
she starts with are all she needs to win. But to survive 
is a neat trick. The difficulties arc many* Weak 
army* weak air force, weak position, weak RRP's. 
Further, you have an Ally (Britain/US) who stands 
to gain a lot by casting you to the wolves. No BEF in 
1940 is like a day without sunshine. Ah, but two can 
play that game. Selling the British out to the 
Germans is a good trick, and really devastating. The 
Germans can then turn against Russia and the 
neutrals and win, and the British will be out in the 
cold to even get a stalemate. Remember, French 
friendship will guard the beaches of Normandy 
better than a thousand Atlantic Walls. The French 
should be pushing the British to seek an Eastern 
solution to Milter's egomania, after all. better the 
borscht eaters than them. Both variant 1 and 2 help 
the French attain these goals in making them a more 
viable partner in a war. 

The key to France in the game is to make any 
deal that will allow you to survive! II you do that* 
you've made it to the top. (See. the Maginot line was 
useful after all.) 

Central to all these arrangements is a timetable 
of turnover. What that is is a general agreement as to 
when in lime the centers to be turned over are done 
so. If the centers do not confer any specific benefit or 
BRP's this is not of major importance. However* 
when they do, fairly restrictive guidelines should be 
set. Remember that the clock is always running, and 
as the game wends on, your time for reprisal against 
an ally who cheats on his agreement is fast slipping 
away. Remember that when you deal for Budapest 
and Ploesti which involve BR P's and German minor 
Allies, He may well want them at the end of the 
game just at the point when you w r ant you reenters! 
This is an added factor to consider when dealing for 
these areas of the countryside. You can allow your 
partner in the arrangement a turn or two of grace* 
but you can't lake "next turn" for an answer forever* 

Good luck and don't take Russia! 



MAGNETIC GAMES 


Now you can convert your favorite game for 
vertical display or secure in-plav storage with 
magnetic tape, unmounted boards and just an 
hour of your time* All youll need is a metal surface 
and an unmounted game board. We supply the 
magnetic strips with self sticking adhesive already 
applied. You just cut the 'A" x 1' strips into half 
inch squares and apply them to the unit counters 
which came with your game. The result is a 
thick counter which will stack six high even when 
the map board is mourned in a vertical position for 
display purposes. Never worry about that pbm 
move being jostled again between turns. 

Naturally this magnetic treatment will be less 
valuable for counters with two-sided priming, but 


that still leaves them with a multitude of uses. 
NOTE: it will be necessary to be sure that the top 
portion or all unit counters are uniformly applied 
to the lop half of the magnetic strips. Otherwise, 
the polarity may he reversed and the counters will 
actually repel each other rather than attract. 
Therefore* it is wise to mark the back of the 
magnetic strips uniformly across the top so as to 
be sure to apply the top half of the counter to the 
top half of the magnetic strip. 

Magnetic strips arc available from Avalon Hill 
for 90c a foot or $7.50 for ten feet. Unmounted 
mapboards are available upon request for $6,00 
apiece* Usual postage charges apply, as does the 
5% state sales tax for Maryland residents. 
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Dear Editor: 

In a recent issue of the General (Jan-Feb 
1979, Vol. 15, No. 5) you published an arlick by 
Sieve Rack wood entitled "Another Afrika Karps 
Gambit”. In this article Steve recounted his ex¬ 
perience with an. opening with which he was un¬ 
familiar. He staled: "Bruno pulled an AK gambit 
dun 1 had never seen or heard of before, but one 
which was not unknown to some of those watch¬ 
ing the game. I have no idea who developed this 
ploy or how long it has been around.’" 

That opening sounded familiar to me. but it 
wasn't until 1 borrowed some old copies or the 
GENERAL from a friend lhal t discovered where 
I had seen ii before: it was described in an article 
entitled “Tobruk—Where Before June?" by 
William B, Searight in your May Jun 1972. Vol. 
9, NO. 1 issue. Steve, who is currently rated 14th 
in your AREA rating system and who won the 4th 
Avalon Hill 500, had evidently never seen that ar¬ 
ticle. 

Not many of us arc as good at wargaming as 
Steve, but most of us have an interest in improv¬ 
ing our game-playing ability. We subscribe to the 
GENERAL, we place (and answer) ads in the Op¬ 
ponents Wanted section, we play through, or at 
least study, the Scries Replays, and we arc con- 
stantly looking for new openings, gambits, 
"tricks' 1 „ etc. to use on our opponents—and to be 
able to recognize them when they arc used on us. 
One problem we all run across, however, is the 
fact that most of us do not have access to the 
earlier articles written on the older games. Of 
course, some gamers arc not interested in the 
older games and are content lo buy and play the 
newer ones. Bui many of us. myself included, are 
returning lo the older games (or becoming in¬ 
terested in them for the first time}, because they 
are simpler, easier lo play in one sitting, more 
adaptable to play-by-mail, and jusi plain more 
fun. We would like our quality of play to be at the 
highest level possible;, unfortunately, the primary 
source of assistance for the newer games, the 
GENERAL, is not much help to us, Several ar¬ 
ticles published In the GENERAL in the last five 
years have referred to the "standard" AK open¬ 
ing, assuming that everyone is familiar with it. I 
maintain, on the contrary, that very few of the 
multitude of new gamers who have joined the 
hobby in the last five years or so are familiar with 
even the "standard" openings or basic tactical 
and strategic analyses of lhe AH Classics, much 
less any variants. 

The reasons for this are twofold: the lack of 
articles and the number of games now available. 
First, it is virtually impossible to locate any of the 
older GENERALS, and when you do find a 
gamer willing to part with them, it costs you an 
arm and a leg; one advertiser in & recent 
GENERAL was asking for (and presumably 
received) up to SI 0 per issue. Don Lowry has some 
booklets of reprints of articles on STALINGRAD 
left, but nothing is available for AFRIKA 
KORPS, BATTLE OF THE BULGE, 
WATERLOO, or E DA Y. Thus, if you want to 
read anything about these Classics you are pretty 
much out of luck, since the articles being written 
nowadays assume that we all know all of the basic 
tactics and strategy already. 

The second "problem” is the much greater 
number of games available now than when the 
Classics were in their ascendancy. Although it 
would be possible to recreate the "standard 1 ' 
openings and so forth for these games by repeated 
play, very few of ns have the desire to restrict our 
interest to a game that is admiEiedly t not up to the 
state of the art. In addition, since the basic ap¬ 
proaches to these games were achieved only 
because many people wiih different styles of play 
were able to interact and exchange their ideas 
through the medium of the GENERAL, it would 
be very difficult for the relatively few players to 
attempt to accomplish the reconstruction of these 
basic analyses without the use of a similar 
medium, a medium no longer inierested in (his 
basic type of article on these games. So even if 
these few dedicated fanatics were able to 
rediscover the basic openings, etc., there would 
still be no way of gening this information to the 
multitude of regular players interested in the 
Classics but also interested in the more recent 
games. 

Well, I've been har tinging you too long 
already, so I'll try to sum up my argument; if "ex¬ 
pert" players like Steve coutd benefit from access 
to articles in earlier issues of the GENERAL, so 
could the average player. Please publish booklets 
like the PANZERBUTZ and DIPLOMACY 
ones for the Classics (perhaps one booklet with 
the two best articles on each of the Classics?), or 
else consider running a "Golden Oldie" article 


Letters to the Editor ... 


each issue. For example, I had always considered 
MIDWA Y to be a game E would not be the least 
interested in buying until I read "The Midway 
Thesis" in an old GENERAL lhat l happened to 
see. After reading Ehe article [ went out and 
bought the game. Either the booklet or the articles 
should be fairly easy for you to do, since you have 
the material already available. Another, more dif¬ 
ficult, alternative is to ask a knowledgeable per¬ 
son to writeup an introductory article on each of 
the Classics, giving the basic openings, strategy 
and tactics, and hints gleaned from years of play. 

Any of these solutions would be welcome. 
They would not only allow us newer gamers (ac- 
tu ally I' vc been wa rgami tig o f f a ud on si nee 1962) 
to improve our style of play and enjoy ourselves 
more, bu t also encou rage sales of you r c Idcr t i tics, 
as well as be of assistance to the expert gamer like 
Steve. 

Gene Bogess 
Columbus, MB 39701 

We receive many impassioned pleas such m 
this- Despite your enthusiasm these remain ex¬ 
tremely margins} projects. We have Unused plans 
for special booklet publications and perhaps 
eventually limited reprints of old GENERALs, 
bur such projects must waif for press time and give 
way to better revenue producers. Some day your 
patience may be rewarded, but keep in mind that 
alt good things ere worth waiting for , 

★ ★★★★ 

Editor: 

l would heartily recommend against trying 
Louis R. Coatnev's "improvements" io the 
classic STALINGRAD rules {GENERA L Vol. 
16, #2). The original game is a masterpiece of 
game (as opposed to simulation] design. Whether 
by accident or not, Stalingrad still has far more 
depth in tactics than almost any other wargame, 
classical or modern. To tamper with STAL¬ 
INGRAD is like trying io repaint the Mona Lisa’s 
smile. 

There is the further problem, Father more 
serious than a matter of taste, that Mr. Coamey’s 
revisions to the rules will not improve the game. 
Rather, they will turn the game into a one-sided 
German massacre, in which the chances of a Rus¬ 
sian victory are vanishingly small. Let me point 
out what some of his rule changes do. 

1) Automatic victory. People have been trying 
to use Automatic victory rules of the AFRICA 
KORPS type since AFRIKA KGRPS first came 
out in the early 60's, The results have been 
remarkably dismal. With a competent setup and 
careful play, the Russians can set up things so that 
the Germans cannot make interesting 7-1 attacks 
at any point along their front. A few enthusiastic 
supporters of the automatic victory rules have 
therefore concluded that the automatic victory 
rule will not hurt the Russians too much.. Nothing 
could be further from the truth. While the Rus¬ 
sians can prevent holes from appearing in their 
lines, they can only do it by replacing solitary 
2-3-6s with pairs of 4-6-4$ or more. At this point, 
the Germans shouldn't even try for automatic vic¬ 
tory attacks. They are much better off bleeding 
the Russians to death by making 3-1 attacks all 
along the line, 

2) Russian stacking limit of 2. This rule essen¬ 
tially guarantees that the Russians will never make 
any counterattacks, which is a disaster for the 
Russians. At the present time, a German player 
who makes a successful attack across a river has to 
think about whether he warns to risk pushing his 
units across the river, since it is at least possible 
for the Russians to attack back and surround the 
units. With this rule, Russian counterattacks will 
almost never be able to reseal a river line. After 
all, to retake a river line, the Russians have to 
leave a pair of units on each square next to the 
river. 3 f the Germans leave units on the river, the 
Russians must soakoff against them; with a little 
planning, this guarantees that the Russians will 
only have one unit on each square next to the 
river. Limit trig Russian stacking also virtually 
eliminates Russian attack chances in Finland; for 
example, the Finn defense position near Len¬ 
ingrad can be made 3-1 proof. Finally, limiting 
the Russian slacking to two units high destroys the 
ability of the Russian army to draw soakoffs, As it 


stands, the Russian army can fight the German on 
even terms in open terrain on a narrow front. The 
German casualties arc taken less from Russian 
frontal attacks than from soakoffs against masses 
of Russian defense factors. Wiihout the stacking, 
those German losses will never occur. 

3) Paralyzing retreated units with a D Back 2 
result simply adds insult to injury. One notes that 
ihe rules as restated do not indicate whai happens 
if one of the defender's paralyzed units finds 
itself, on its turn, next to an enemy unit (e.g. a unit 
of the attacker which was moved up by means of 
advance after combat.) Presumably the 
defender's unit just sits there. This rule allows the 
attackers (for all practical purposes, taking the 
stacking rule into account, ihe Germans) to pull a 
variety of stunts. For example, consider a German 
attack across the Prut river, as by means of mass 
1-2 or 1-1 attacks. Retreated Russians units are 
left on top of the next river back, ihe Dnestr. The 
Russians cannot counterattack, and they are ef¬ 
fectively unable to pull back behind ihe river. If 
they pull back, they must leave some of their units 
sitting on the river. The Germans can then attack 
those units, soakoff on Russian defenders behind 
the river, thereby forcing the Russians no fall back 
yet again behind another river. The Russians will 
run out of river lines this way in a big hurry. 

4) Giving the Russians another 2-4^ factors of 
replacements docs rather little to compensate 
them for (he other damage they arc taking. Re¬ 
quiring the Russians to leave 12 or 13 units in their 
rear on the first turn is possibly the least damaging 
of the rules. As long as Russian stacking is limited 
to two, they can’t readily use as many units on 
lheir front lines. 

In summary, I suggest the Coatney rules con¬ 
stitute a competency test for German play, since 
(barring grossly poor luck) a competent German 
ptayer should never lose under these rules. 
Possibly increasing the Russian rate substantially 
would help, but 1 think with the stacking rules that 
the help would be marginal," 

George Phillies 
Ann Arbor, Ml 

Mr. Greenwood; 

After reading Robert Beyma's article— 
British Victory in Third Reich, Vol, 16, No. I, my 
opinion is that the figures are diagramed nicely. 
The written article: well. He tries too hard to 
write an article to support the title, with no 
cohesive long range strategy and tactics to sup¬ 
port it. Just disjointed tactics and defenses thar 
do pot mesh together in areal life campaign situa¬ 
tion. His assumption is that Germany does not at¬ 
tack France until 1940 and that Italy remains 
neutral during 1939, Ah, miracles never cease. 

With four infantry and two armor in France, 
during 1939, this leaves a maximum possible 
rorce of one armor and two infantry in England. 
No ground reinforcement to the Mediterranean is 
possible in 1939, due to the six ground units SR’d 
to France. Of course, paly will be neutral so none 
will be needed there. Right? 

Figure 9 depicts a projected build schedule. 
Looks great on paper, but it only allows one 
British offensive on one Front during 1939 to the 
end of 1940- Since Britain has committed strong 
forces to France, what use is one offensive 
option? Britain and France must elect for the 
same option unless there are no British units adja¬ 
cent to the Axis. Then Britain could elect for a 
pass, but what good is that? The Germans will be 
trying to clobber the Allies to reach Paris. Attri¬ 
tion and Pass options, for the must part, just 
won’t hack it in slopping the Germans, 

He also recommends building a 1-4 air unit 
in the fall of 1939. This cannot be done until the 
winter turn at the earliest. All four 1-4 air units 
must be present in England, or ah those not 
eliminated, before that additional 3 IJRPexpend¬ 
iture can be made to create an additional 5-4 air 
unit. 

Figure 5 shows the Defense of England, 
which according to figure 9’s projected builds, 
could only be created in 1940, AH of Britains air 
power is based here, leaving nothing for the Med, 
Front. Is Italy still neutral? 

Hopefully the author has some time limit 
when this defense should be modified; such as 
after France falls. If not, then England has the 


opportunity to follow France, dependent upon 
the status of the German fleets. If alt four are 
available then the following would not be 
unrealistic. During the movement phase, the Ger¬ 
man airborne unit drops onto the fleet at Ports¬ 
mouth, The fleet is forced to move. No combat 
has taken place; only movement, so the port has 
been occupied before combaT, During the combat 
phase, German troops are transported to Ports¬ 
mouth. The British fleets will intercept, but as it 
only costs 2 fleet factors to transport one ground 
factor, there is a much better chance for some to 
arrive safely. Combined with the airborne and in¬ 
vasion troops, two air units giving ground sup¬ 
port, could overwhelm London. The remaining 
four air units are used to counlerair British air 
with no losses. With no combat units able to 
counterattack, Britain would cease to exist. This 
situation is just loo easy to pass up and the conse¬ 
quences are very critical for the British. 

Figure 6 shows a German airborne invasion 
of England but contrary to Beyma's advice the 
dropped airborne unit cannot advance after Com- 
bat into Great Yarmouth. Avalon Hill states this 
in Vol. 14, No, 2 "The Question Box", Answer: 
no . . . 4,7 takes precedence over 3.321, 

Figure? shows a Middle East Defense which 
with the commitments to France and England, 
could not be established, as shown, in 1939. One 
4-5 armor and a 3-4 could be sent here in the 
Spring of 1940 (Italy still neutral?), with an addi¬ 
tional 3-4 on the following turn. As lo where the 
air unit comes from is anyone's guess. All air is 
either committed to France, or when it falls, to 
the defense of England. When Britain would have 
the resources to mount an invasion of Norway 
(figure fi), after commitments to other fronts is, 
again, up in the air. 

Besides ail this, the article discusses a pos¬ 
sible Invasion of Portugal, aiding Spain, protect¬ 
ing or recapturing Gibraltar or threatening 
Europe's southwest flank. WhewE Amazing what 
Napoleonic strategies abound for England's 
armies. The whole British ground and air force 
(including allowable builds), does not even come 
up to par with what Germany starts with in 19391 

On page 16 (third column, second para.), he 
talks about the interception of Italian fleets. "In¬ 
tercept them first with the French fleets and then 
hit them with the British fleets". He is right that 
the rules prohibit joint interception in the same 
hex, but alas, people still don’t read all the rules 
and only believe what they want to believe. Rule 
4.916 also slates that interceptions may be at¬ 
tempted against only one hex per target. If fleets 
from more than one base wish to intercept, they 
must choose a common point of interception. 

The British invasion of Norway shown in 
figure 8 is also illegal. Wiih the forces available 
only a 2-1 attack can be launched, not a 3-L The 
reason is that all fleets are required to carry the in¬ 
vasion ground units (total 39). There are 45 fleet 
factors. True, this leaves 6 extra fleet factors, but 
a fleet cannot perform two naval missions at the 
same time. Rule 4.9173 states this in black and 
white. Past Avalon Hill interpretations have 
backed up this ruling. 

If England survives until 3942 then, for the 
most part, the remainder of his article displays 
good strategic ideas, 

William B. Searight TMCS 
U.S.S, Howard W. Gilmore AS-16 

★★★★★ 

Dear Don: 

As you can see by my enclosed Reader 
Buyer's Guide review sheet, 1 think SQUAD 
LEA DER is one of the best games ever published 
bv Avalon H ill. and considering such masterpieces 
as THIRD REICH. STA RSIUP TROOPERS, 
CAESAR (Al.ESlA), 1776. etc., plus the "clas¬ 
sics", that’s saying a lotU am very pleased to read 
that expansion kits, or gameltcs, will soon be 
available for SQUAD LEADER. The format of 
an additional board, counters, and more special 
rules I think will be well accepted by the game 
buying public, and I think it is an excellent way of 
keeping a great game system up to date. I would 
like to suggest that the Pacific theater be 
considered for I he expansion series, or if neces¬ 
sary, even a sister game, because the unique 
characteristics of jungle warfare and both the 
Japanese soldiers and their weapons would not 
only add variety to the SQUA D LEA DER system, 
but should be interesting in themselves. 

Roger Estep 
Poolesville, Ml> 
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READER BUYER S GUIDE 

TITLE MAGIC REALM SI 5M 

SUBJECT Multi-Player Fantasy Role Playing Game 


The 45th game to undergo analysis in (.he 
RBG, MAGIC REALM raied surprisingly low in 
most categories. The cumulative rating of 3.54 
put it a dismal 41st cm the overall chart. 


The biggest factor in the lackluster showing 
was the 5,29 ratine for Hase of Understanding, the 
second worst rat ing ever in t h is cat cgOr y (1914 sti II 
at the absolute bottom). It can only be hoped that 
the second edition rulcbook will improve this 
deplorable situation. The 4.42 rating for Com¬ 
pleteness of Rules seems to back this up. 

The Realism rating of 4.06 is probably due to 
a contradiction in terms* since fantasy and realism 
are simply redundant cntitiics, Assuming that 
most GENERAL readers are predominantly 
warranters and not fantasy buffs accounts for 
many of the tow r ratings, especially in this 
category. Other poor ratings were for Physical 
Quality 274, Components 3.13, Excitement 
Level 3,39, and Overall Value 3-26- The Com¬ 
ponents rating was surprising since so much time 
and effort was put in on the artwork - The Excite¬ 
ment rating may also be attributed to war gamers 
reviewing a fantasy game. 


Good ratings were garnered fot the imap^ 
board 2,8!, although this was expected to be 
higher especially in view of the innovative double 
printed hexagon tiles which served as the map- 
board. Play Balance 2.SO is not really indieativeof 
the game, where balance is completely in relation 
to playing ability, making for a perfectly balanced 
game between equal opponents* 

Playing time will vary depending on the en¬ 
counter being played, the number of players, and 
the victory conditions, but the 19,9 figure is 
about right for an average 4-player game using 
most of the rules from all seven encounters. 


1. Physical Quality . 2*74 

2. Mupboard. 2*81 

3. Components .. 3.13 

4. Ease of Understanding.5.29 

5. Completeness of Rules.4,42 

6. Play Balance. 2.80 

7. Realism ..4*06 

8. Excitement Level ... . 3.39 

9. Overall Value.3*26 

10* Game Length . . . 3 hours, 20 min 


Vol, 14, No. 4 of the GENERAL printed a 
variant for RICHTHOFEN'S WAR which 
featured the use of a deck of 27 maneuver cards to 
augment the mechanical movement system and 
add a degree of uncertainty and excitmem to the 
game. Not just a random luck clement, use of the 
maneuver cards is dependent upon such factors as 
turning ability, attack position, and pilot skill. 
Using the maneuver cards one can more vividly 
execute the classic maneuvers of the day: Barrel 


Roll, hulling Leaf. Hat 5pm. Immelmann. Loop. 
Nose Dive. Side-Slip. Tight Circle, and Vertical 
Spin in an attempt (not always successful) to get 
on the enemy's tail, rather than just trade shots. 
This 27 card deck is professionally illustrated and 
printed and available from Avalon Hill with 
instruct ion sheet for $4,00 plus usual postage and 
handling charges. Maryland residents please add 
5^.- sales tax, 


STILL MORE 

SQUAD LEADER BOARDS 



f or those of you interested in adding to your 
possible terrain configurations for the SQUAD 
LEADER system we offer four additional boards 
not yet included in any of the SQUAD LEADER 
garnettes. Those who can't wait for additional ter¬ 
rain can purchase these games separately from 
our Mail-Order Dept, for $2.00 each plus the 
usual postage charges for parts orders of the 

dollar amount for U.S., 20% for Canadian, and 
30% for overseas customers). The boards should 
be ordered under the title SQUAD LEADER 
boards &, 9, 10 or ll. 

The boards will not come with any directions 
pertaining to the new terrain types nor will any 
questions pertaining to them be answered. They 
are offered strictly on a “as they arc" basis for 


those individuals who can’t wait to add new ter¬ 
rain to ihetr SL gaming and don’t mind making up 
their own rules as they go along. Note that the 
various shades of color on these boards do not 
necessarily match exactly with earlier boards of 
the series. 

Board 8 features a wide river in an urban set¬ 
ting. Board 9 is the "mountain" board and in¬ 
troduces 4th level hills and crags. Board 10 
represents an old French village with an “urban" 
feel and also introduces a new type of building 
and a pond- Board U is intended to represent the 
Normandy hedgerows. All the boards maintain 
the "gcomorphic" feature which allows them to 
be butted together to form an ever growing 
number of possible terrain configurations. 


AVALON HILL RBG RATING CHART 

The games are ranked by their cumulative scores which is an average of the 9 categories for each 
game While it may be fairly argued that each category should not weigh equally against the others, 
we use it only as a generalization of overall rank. By breaking down a game's ratings into individual 
categories the gamer r$ able to drscorn for himset! where Ihe game is strong or weak in the qualities 
he values the most Readers are reminded that the Game Length category is measured in multiples ol 
ten minutes and that a ranog of 18 would equal 3 hours 
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1, CROSS OF IRON 

2.17 

2,09 

2.04 

1,88 

3.37 

2.52 

2,44 

1,60 

t .69 

1.94 

20,5 

2. RUSSIAN CAMPAIGN 

2-24 

1.98 

1.35 

2.02 

2.24 

307 

2.78 

2-41 

1 .78 

2.07 

28.5 

3. SQUAD LEADER 

2.25 

1.97 

1.85 

1.82 

3.58 

2.94 

2.36 

2.02 

1.82 

192 

13.6 

4 W,S, & IM- 

2.34 

2,40 

3,07 

2 38 

2.88 

2.39 

2.07 

1,85 

1.88 

210 

9,2 

5. ANZIO 

2.36 

2.11 

1.74 

1.94 

3.74 

2,88 

2,62 

2.00 

2.09 

2.15 

21.7 

6. BISMARCK 

2,37 

2,16 

3.00 

1.69 

2.97 

2.63 

2.72 

1.84 

2.09 

2.31 

18 8 

7. PANZER LEADER 

2.SO 

2.41 

2.1? 

2-34 

3.65 

2.60 

2.67 

2-1 9 

2 34 

2.20 

13.1 

B RICHTHOFEN'S 

2.52 

2.28 

2.62 

2.12 

2.63 

2 94 

2 60 

2,66 

2 39 

2,45 

6.0 

9 CAESAfi-ALESlA 

2,53 

2,92 

2.71 

2-78 

1,71 

1 85 

3,36 

2 64 

2.71 

2 07 

27,9 

10. 1776 

2.56 

2 16 

1.76 

2 45 

3.27 

2.62 

3.08 

2.72 

2,63 

2.36 

33.4 

n - 3rd REICH 

2.57 

212 

2,47 

2,34 

4 15 

3.22 

2.59 

2,24 

1.95 

2 05 

34,9 

1 2. PANZERBLiTZ 

2 58 

2.00 

300 

2 03 

4.03 

3.00 

3.06 

2,05 

2.07 

2.05 

14,0 

13. KINGMAKER 

2 60 

2 26 

2.84 

2,34 

2,83 

3.07 

1.86 

3.65 

2.14 

2.41 

20.2 

14 DIPLOMACY 

2.60 

2,35 

2.26 

3 13 

1.87 

2,39 

2,09 

4,57 

2.30 

2,43 

32.6 

15- CAESAR'S LEGIONS 

2.64 

2.32 

2.36 

2.31 

2.14 

2 23 

3.73 

3.05 

2.86 

2,73 

13,5 

1©. SUBMARINE 

2.65 

2,58 

3.48 

2.42 

2.90 

2 87 

2 55 

2.38 

2.22 

2.47 

12.1 

17 STARSHIP TROOPERS 

2 67 

2.27 

3.11 

2 0? 

2.43 

2.70 

3.57 

3 39 

2.20 

2.32 

17.3 

1 B. ARAB ISRAELI WARS 

2,68 

2,34 

3.03 

1,86 

3,31 

2.70 

3.57 

2.31 

2,51 

2 52 

13,5 

19. CHANCELLORSVILLE 

2.68 

2.62 

2 57 

2.45 

2.26 

2.52 

3.43 

3 07 

2.55 

2.64 

18.8 

20, VICTORY-PACIFIC 

2,70 

2.47 

2.36 

1.85 

2.21 

2.79 

3.38 

3.91 

1 94 

2.53 

18 0 

21. NAPOLEON 

2.77 

2,04 

2.96 

2.03 

2.25 

2.86 

3.25 

4 18 

2.46 

2,89 

9 1 

22, FRANCE 1940 

2.82 

1.75 

2,05 

1.85 

3.30 

3 25 

4.05 

3 00 

3.40 

2.75 

16.0 

23. JUTLAND 

2.33 

2 84 

— 

2.39 

3.27 

3.06 

3-24 

2 53 

2.61 

2.67 

29.7 

24. RAIL BARON 

2.87 

2.98 

2.82 

3.45 

2.07 

2.29 

2.05 

4.69 

2.76 

2 68 

21.6 

25. LUFTWAFFE 

2.37 

2 41 

2*91 

2.04 

2,86 

3 02 

3,73 

3.41 

2.82 

2.64 

24.2 

26 MIDWAY 

2.88 

2,75 

3.12 

2 56 

2,78 

2 90 

3.66 

3 08 

2-3 7 

2.73 

1 5-7 

27. AFRIKA KORPS 

2,90 

3 04 

3.10 

2.92 

2.1 2 

2.29 

3.39 

3.57 

2.91 

2,77 

1 3.5 

28,ALEXANDER 

2 93 

2.99 

3.21 

3,19 

2.55 

2,98 

3.43 

2.76 

2.43 

2.86 

12,7 

29. ORIGINS OF WW II 

2.98 

2.69 

2 58 

2.80 

2,00 

2.22 

4 00 

4.06 

3,1 1 

3,40 

9 6 

30. CRETE-MALTA 

3.04 

2.80 

3.10 

3.00 

3.03 

3.06 

3.43 

3 18 

2.76 

305 

18.8 

31- GETTYSBURG 77 

3.04 

2 52 

2.48 

2,50 

4,32 

3.79 

3,07 

2.45 

3.02 

3.21 

27.6 

32. D-DAY '77 

3.07 

3.72 

4.54 

3,89 

2.19 

1.94 

3.00 

3 19 

2.94 

2.44 

20,2 

33, BLITZKRIEG 

3.09 

3,39 

3.28 

3.30 

3,14 

2,89 

2.25 

3.67 

2.81 

3.05 

24 0 

34.TOBRUK 

3.10 

2.85 

4,68 

2.13 

4.32 

2.77 

3,06 

2 11 

3.00 

2.96 

21.6 

35 WATERLOO 

3 18 

3.29 

3.27 

3.11 

2.01 

3.11 

3.27 

4 32 

3 21 

3.01 

162 

36 WAR AT SEA 

3,21 

3.18 

3.96 

2.74 

1.74 

2,35 

3 73 

5.12 

2.93 

3 1 5 

6.9 

37.BULGE 

3,21 

2.93 

2.80 

3.31 

3 08 

3.40 

3.53 

4 1 1 

281 

2,95 

20,0 

38 FEUDAL 

3,25 

3,18 

4,33 

2.64 

2,28 

2,33 

2 12 

5.38 

3.58 

3.38 

7.5 

39. D-OAY 65 

3 43 

3.72 

4 54 

3.69 

2,56 

3-09 

4.38 

4.50 

3.60 

3.56 

17,8 

40. STALINGRAD 

3.44 

3.43 

3.74 

3.40 

2.07 

2.52 

4.37 

SIS 

3.28 

3.04 

20.0 

41 . TACTICS II 

3,51 

3.43 

4 30 

3-59 

1 .45 

2.18 

2.32 

5 57 

4,59 

4.20 

11.6 

42. MAGIC REALM 

3.54 

2.74 

2.81 

3.13 

5.29 

4.42 

2 80 

4.06 

3-39 

3.26 

19.9 

43, 1914 

3.87 

3.18 

3,40 

3,26 

5.46 

4,32 

3.86 

1.95 

5,48 

3.86 

55.0 

44,GETTYSBURG '64 

3.88 

3.59 

3,84 

3.54 

2,68 

3,39 

5.08 

4 51 

4.34 

3.98 

12.5 

45. KR1EGSPIEI 

4.04 

3.7 7 

4 20 

3,35 

213 

2.34 

2 93 

6.03 

5.20 

5 29 

9.8 

AVERAGE 

2 92 

2.73 

3.02 

2 70 

2.79 

2.82 

3 24 

3.38 

2 90 

2.84 

19.6 
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VoL 1 6, No. 2 slipped a bit in the ratings in 
comparison to the previous two issues which 
had done very well. The BISMARCK issue 
managed a 3.28 overall rating led by, as one 
might expect, the lead articles on the BIS¬ 
MARCK game, Alan Moon's / 'BISMARCK A 
Child of the 60's Grows Up" led the voting 
followed closely by designer/developer Mick 
Uhl s variant "Search For the Graf Spee". As 
usual, each first place vote was worth three 
points, 2nd place two points, and 3rd place one 
point in our random sample of 200 ballots. 


BISMARCK. . . 306 

Search For the Graf Spec 2£3 

Fire As Your Guns Sear .... 183 

Prelude to Conflict.. 117 

The Incoming Tide. 86 

K. O. In Round 5. 83 

The Asylum . No. 4 . . 52 

PANZERBLfTZ Series Replay . 45 

BISMARCK Design Analysis 31 

A.H. Philosophy . .. 14 


Early indications are that ORIGINS '80 has 
had to switch its site and date. The much an¬ 
ticipated July weekend at the University of 
Delaware is apparently out due to the 
University's inability to guarantee access to all 
the necessary facilities. The new plans are to 
again hold the convention at Widener College in 
Widener, PA during the June 27-29 weekend. 
We ll keep you posted as more details become 
available. 

Among the wargame tournaments being 
held at WARCON '80 this February 8,9, 10 are 
competitions in DIPLOMACY r KINGMAKER, 
WS&IM , SQUAD LEADER, CROSS OF IRON, 
PANZER LEADER , and VITP. Registration is 
$4.00 before January 15 and $5,00 at the 
door. See the Convention Calendar for details. 

The EmpiriCon ll/Conspiracy is a combined 
science fiction and gaming convention to be held Ju¬ 
ly 4,5,6 at the Prince George Hotel, 14 E 28th St., 
NY, NY. As one might expect the convention will 
be heavily oriented towards fantasy and science fic¬ 
tion games although a DIPLOMACY tournament 
will be featured. Registration fees are set at $6 until 
February 1, $7,50 until June 21 st, and $9 thereafter. 

GLASCQN V (Greater Los Angeles Simulation 
Convention) will be held Juiy 1 1,1 2,1 3 at the Air¬ 
port Marina Hotel in Los Angeles, CA. Events are 
planned for MIDWAY , 1776, TOBRUK , 

DIPLOMACYKINGMAKER f GETTYSBURG, 
SQUAD LEADER/COL WS&IM, BISMARCK , 
PANZERBUTZ, PANZER LEADER and more. 
Pre-registration is set at $ 6 with tickets at the door 
going for $8. 

Tom Oleson informs us that the ANZ/Q adden¬ 
dum dated November 1977, is now available It is 
eight pages long, nearly all variant rules, many of 
them new. It has already been mailed to those who 
paid for the 1977 addendum, but did not receive it, 
because it was no longer available. Anyone else 
wanting the addendum should order it from Tom 
Oleson, Piso 9-1, Orense 32, Madrid 20, Spain, on 
the following basis' 

1. To a European address, send an unstamped, 
self-addressed envelope containing one U.5. dollar 
{check, money order, or stamps). 

2. To anywhere else, the same, but $ 2. 

Whatever you send be sure to wrap it in opaque 

paper so it won't show through the envelope. At the 
prese nt time, it costs Tom $ 1,8 5 to copy a nd airmail 
the addendum to the U,S., exclusive of paper costs. 


Infiltrator’s Report 



"Wargaming Moves Uptown" might well be 
the headline of an article about the recent open¬ 
ing of "SWORD OF THE PHOENIX" probably 
the most expensive hobby shop of its kind in a 
city the sizeof Atlanta, Located in luxurious Park 
Place Shopping Center and stocked with "the 
widest selection of board games and military 
miniatures in the Southeast", this store 
represents a real "class'' wargaming image to all 
passersby as you can see from the above illustra¬ 
tion When in Atlanta be sure to drop into the 
mail at 4 505 Ashford Dun woody Road to check 
out how the other half lives. 

Taking a page from several other GENERAL 
subscribers who have produced their own pbm 
sheets for their favorite games, Chester Hendrix 
has filled the void for STARSHIP TROOPERS by 
printing TERRAN and ARACHNID PBM sheets. 
Each sheet is good for three turns and includes 
all variant counters {except recruits) published 
in VoL 1 3, No, 6 of the GENERAL plus some ad¬ 
ditional units he plans to introduce in a second 
edition variant to appear in the GENERAL , 
Those interested In acquiring the sheets, or 
playtesting his postal system and/or new 
scenarios, or who would be willing to share 
with him any ideas for rules clarifications or 
questions & answers should contact him at his 
760 Sycamore Ave., Marysville, CA 95901 ad¬ 
dress. Chester will send you sample sheets for 
two 1 5C stamps and a SASE, or 50 sheets for 
$4.00 

Those wanting the complete set could 
send an additional $2.00 and get 25 Humanoid 
sheets as well. 

Nobody submitted the solution for Contest 
90 exactly as explained in the previous issue, 
Murry Sums of Tuscumbia, Ala., came the 
closest with a very strong starting position. 
Three other contestants who Had better than 
average setups and who were awarded prizes 
were: Louis Desy, Jr., Worcester, Ma.; G,F, 
Lientz, Charlottesville, Va, and Jerry Hall, 
Wichita, Ks. 

The keys to solving Contest No, 91 are: 
eliminating the German units in Bryansk first so 
the units in hex U14 are not combat supplied, 
knowing Finnish units (like the one in hex SI 3) 
are always in supply, dropping a paratrooper to 
cut off the retreat route of the units in U14, and 
remembering that units in woods hexes do not 
retreat (including Bryansk which is a woods hex 
as well as a city). 

The exact sequence is as follows: Drop a 
paratrooper in hex 116 {within the eight hex 
range of the Stavka unit in Tula), Move the 1 0-7 


and 8 6 armor units to hex U 1 3, and the two 7-4 
infantry units to T1 3, all four to attack Bryansk 
at 4-1 odds, a die roll of 5 eliminating both Ger¬ 
man units. The two 5-3 infantry units at T1 2 
move to SI 2 and the one 5-3 infantry unit at 
SI 1 moves to R1 3, all three attacking the 3-4 
Finn infantry at 5-1 odds, a die roll of 1 
eliminating the unit in an exchange. Finally, the 
5-7 cavalry unit moves to V1 4 attacking the two 
units in UL4, now not combat supplied (both 
units worth one factor each), at 2-1 odds, roiling 
an exchange with a 4, eliminating one unit while 
the other is eliminated because it has no retreat 
route. 


CONVENTION CALENDAR 

The following list of gaming conventions is made 
strictly on the basis of the presentation of a dale io us by 
the convention publicity chairman. Avalon Hill does not 
necessarily attend or endorse the gatherings listed below, 
nor do we mean to suggest that events using Avalon Hill 
games will be held there, although it is likely that at least 
casual, open gaming with AH games will be present. 
Readers are urged to contact the sources listed for further 
in formas ion before making plans lo attend. 

JANUARY 18-19-20 
WINTER WAR VII, Champaign, ILL 
Conrad: Alan EL Conrad, 2215 S. First #103, 
Champaign, IL 61820 

FEBRUARY 1-2-3 
WARCON T 80, Texas 

Contact: WarCon ’80, Box 5718, College Station, 
TX 77844 

MARCH 14-15-16 
UPPER SOUTH CLAVE 
Contact: Red Carpet Inn, P.O, Box 8423, 
Louisville, KY 40802 

MARCH 22-23 
SIMCON IL Rochester, NY 
Contact: SimCon II* Box 5142, River Station, 
Rochester, NY 14627 

MAY 16-17-18 19 
CAN GAMES *80* Ottawa, ON 
Contact: Can Games f 80, 201-360 Dundas St + , 
Vanier, Ontario KIL 7W7 

MAY 23-24-25 

GENGHIS CON II, Denver, CO 

Contact: Denver Gamers Association, 2527 

Gaylord St., Denver, CO 80205 

JUNE 6-7-8 

MICH1CON IX GAMEFEST, Detroit, Ml 
Contact: Metro Detroit Gamers, P.0, Box 787, 
Troy, Ml 48099 

JUNE 30/JULY 1 
NAN CON II, Houston, TX 
Contact: Nan’s Toys and Games, 1385 Gallena 
Mall, Houston, TX 77056 

JULY 4-5-6 

EMPIRICON H/ConSpiracy, New York, NY 
Contact: FOB 682, Church Street Station, New 
York, NY 10008 

JULY 11-12-13 

GLASC V, Los Angeles, CA 

Contact: L. Daniel, 7048 Keokuk Ave., Canoga 

Park, CA 91306 

AUGUST 1-2-3 

CWA CON 80, 

Contact: Tony Adams, 3605 Bobolink, Rolling 
Meadows, IL 60008 




















OPPONENTS WANTED 


OPPONENTS WANTED 


OPPONENTS WANTED 


LwsVing fur FI\apparann toj JR, Alii ant*Cam- 
putII Gdfflf■ Will VtinMiHF hMtk IHHl, Greporv 
Nebto. I«M Hlkhi Wien. toman, AL 36 KB. 

792 ^ 82 . 


Warn itfoppv Fim mmi ah game* Wocl*j prefiu 
wwil, ■■'til aSsts Irani in play gamei. Sin e 'StUg, 

Mt4 W Huflwwe a.. Phi. AZ * 50 ?). 

HMM 


Opprtlvtite »AHipJ rtfrel |tad«[(lk!lll pla>cn 
□I JR, TRC Nerd ,g hm ro play AOC, S-m 
LW. PL, Bl Hue art; plajrd uLuikr. fin 
*wh Siori. 1<)M N San Buimdlca. 

CAtWLfl. _ 

Win wo ptawi rn SL. S5T. AOC. W, Tofc,T*f, 
Fruilal Willing 4a Uy n*w gmmcL rtus. flf w 
plWi. Will fllUJhgirtfi All hrtbtn uuwarcd. flriin 
L AmlfTwn, 27: San J&w Pmst . Hamilton 
Afa.CAHIgl.413 -HUHa _ 

Area Cwffpl J usi t|C m &B. DO. TRC, 
IB AJev SST and olJirrv I oped pbm, 'R 
4n>*W pfay UNO? Harild llanren, J-JM5 Luo. 
dy Pith. WmA. CA*lHO, 4|*-?3l-l0»i 
I4 ft. eU -MU, OKKrihU i> COli DO, KM r LW. 

si. t*c. m. vvrr. was. w-ih*«i coo.tks 

Can grl p*rn, AREA |I50Q|. prov Davit] H(J- 
rinifin. *503 Whir 51., Sin Dic*u, CA 92IE4, 

*sa.itrr9. _ 

IB vr. H»w *»1 Ihic vOpfcomdiT ireto fcrailrd n- 

P"wn«-anti fif swayneri sn *ertnu3s. Pwfe 
Mid. Gell'77, LW, SI., Tub. V1TP, Bis. tup wilL 
rim -e-fflCI K Dan Htekman, lOlfl Glen Drive, San 
Leandro, CA 3U3T7.4]S-Hfrtm, _ 

a*tiimfi »inr> <w#«*il< rw BB. SL. COI. 
Pierre nr. Will a I roil aider tainrng ether 
(Artlft Arty dutm m 1iF lla> area oi SJT Cbm 
I-ianar. 923 Tamarack la- F[\ iSlirtiyvuk, CA 
MOK,4MJJB-4268. _ 

Cpnnectfcm ttome Cluh niWH reguJarly rut (tl 
dCrtiptiiSiSn in til. variiLin rt" games. Alut: trips* 
tr^nicompeliUe#l. Prtl manirty fifwiltlltr (mail- 
in| Ini over 50 names). Jeff Corntti, 11 Robert 
From Chief., Station ,Ct MW. HB-9Z9-6U T. 
A REA 1 MW newly rated. Kmt rated nfiponenir 111 
pUm PB. PI., SI .-COI.. antoiiR rtlini Games 
played quickly and in ilie end. All Inwi 
answered. Marl. B. Roia, 27 Maplewood Place. 
aamCwd. CT CW3. »>-3H*Jfl», _ 

Arh mid all types, 5F & F names Deiirc tnfo on 
liaedf s>F PTilt P(HCh«it, DAII HoFFUaucr. Lcn 
l.alnFka, and lkH!>tk. R. Uitrlte.* Mewtnw&ri»y 
Bd„ W Hrtfrd. CT W JOT, Ml .1*91 
Apndrr, inlleae jge wargiimer wane* pJjrt n?- 
ponml for TRC. SR. Abe, Gcil'TT.SL C&i, Uip. 
Will flrwih an (Miie*. Area prerernl. Area I WO. 
New. Rewaeel Han DePabua. 1W KE % Si.. rt 
Landetdik FLJJlQg. ___ 

mm ihe Mmc Renim I am « nlMiiet tkkio- 
ner hjl will keep J earning. Fd Bonk, }l! ] N.£. 

St.. Fi Hud. El. J3 W*. T7t-T3Qi7. 

Hold, ye In. m ol rape, pillapc.and power loin. 
Ifcr LnfiCflum., TJlr. ^tilb i> Iwmini ren or— 
pbrneiv So quarter asked, r.rme (even t he Ejn- 
petiPtn. 2173 NE 3* St., Fl. Lauderdale, FL 

»w« _ 

HI .it ptm A nr, AOt. BB, Bn. CAE, Cm, SL, 
TftC. D,p. CiercTF, KM. LW. MR, Mid, 
V5AIM. Virp, PB, PL, AIW. SSI, S U p. JH. 
Mat ISClDfi Piraf tn., Lnngi.-(rod. FL 

jjT», u*-yrt3, _ 

tJpjnsneflSc »Bi*inJ M HT m Dade area Win play 
alma+s anyiEmg. t hate many |anwf, Aeerbfle 
*nj elu,^ Pm! lErre? StepAcn Chin-Quec, <I3M N. 
w, OiliSe,. Apl.j!F.MiiiBi.n>ll«.*iMWM. 


Faperieneed aihitl player waeiti flf oppueiCnL for 
SL, COI h RCi AOC. Altiyieil mi Noy, 1 9Vf , 
Wayeie Jqp«. IfijB N.F- 17rH Terrace. Ocala, FL 
___ 

IViue J*mand M eipponetm fm Bft. TRC, 3R, 
VLd, Dip, Stab, DD.SL, COI, Grad, viTF. Wi*. 
mm iMlw (atnti learn niikkly Tom Heirkk, 
WA Wiiuhy Conn. Mnliiigbrook. IL 1*139, 
33Z.T3R.3R7I._ 

Iflyr old reeki npponenri Am. ery «nmii abom 
uamni or joining -nrgarun dub in Rank Arc 
area. Meiri a-4* Huffl old club ll» Ohio. Oavad 
Rci.netin, |0M Pnraunt Dr.. Headley. IL «W[3, 
11HS2-Z3«. _ 

I yri. erp. *uJiioplay phn TRC, VITP SR, PL, 
LW'. Adulit Only. Mrt AREA rn«i. Specify < 4 . 
Pfroler 1 Fijll! !0 rimdi ValE &™de,1340E. 
lKad. Sc. Apt . 1C, Laming, |L WiJI. _ 

CORRS—Chtt'agoland nttpoeiem referral and 
ranking urrice free’ ttBeer.c rompuirr prieJdM 
or Chie^goland playCn -ki fl4j «h.r game., rtii 
laierm TOO. CkM t,mmg nlw a.aifible. Jeff 
Clark, 12 IB 5. Chau, Wheaton. IE SQIKT. 
sia^wHiiii. __ 

AREA Tiled ll». W'nh 10 play (Aim AK, BB. 
DD, Fi- r -b&. Pft. PI M Gem! fee ruing. All ktten 
ep.wered. Fif, pip alui posubSe. Bob Simous, 
IBM 5 LeaflilngtHrtiHllfdnll.fLMtfa.Ml^lUk 
Adult (iiHi iceki 111 players For SL. COI. DD, 
Fr’40, BL. TBC. Martin Rrtd. SRWKenHngHW 
Ortyc.i Uriyeuc. IM »7-M7.77J7, 

AREA IJfflHuiimcdJ *iim ptnm onfHxnenn lor 
PH. Mv-u bf IWO. Rued games only. All 
iepl.es wdl be ani-cred. YOU JnfV vrtMrIo. I piik 
ink-, C'hlirlti Bedmi*. WS lib. Builmgrpn, IA 
3M|.13MT]t __ 

IS yt old gamer - null so play (r( Wn, Fr'40, 
PL. Kneg. Halt 3 yean erpeeknor. n™ble for 
side Mm ABBA riECd. L'hrir Hvlund, Jin Norm 
CcaIff s<r- gearim, IA W27*, *87^3*1. 

Nrtd good 11 f eppoflemi, Will lenuh oe play any 
tiaf published game. I am 2T years old and Sait 
been piffling rue 9 ym Sidtl Jeomt. If* 
Chmeau R4-. *«. Houma. LA WJ«S. 
W4-8tf-M7L _ _ 

New (JN kam gamn.. ay meet eery week, in pluy 
all published games. RkhnrJ Cuecia.*72J Cliai,' 
tan! Si., Metainc, LATWWB. WMH-2M7, 

WUI iruie Vpl I. Mo. I Oenerat So rrpbu M bor, 
rowed" Vo). 11 No. Sand Vol. IlShk Mod 6» 
iei gisal condRloit *hh mo omi*wtn D. Or™. 
woqd.A317 Hftnad Rd., BaBmmsy, MP3I2N. 

Statoeitd hdflipctltwin XKSgM by 76 yi. qtd in Fpn 
Meade area Have imo, can iras el. Prefer WW|| 
epmiKmal Imrl pldo. Bui -Hi play men. my 
Tyrone Bomba. «m Supppm Croim, Boa SKI, 
Foci Mgade.MD 20733._ 

PBM HlSftti" needed Foreompeiiiiie gaming. SL. 
PL. AIW, SUH, area IStO- A3I tttten 
mnilAl, StfH Virrney. RnViUrr 

Wargamen CLub, 173 Barker Rd., Tilts lield, MA 
01301 _ 

Wantedopponenitfor Icf Mid, Jm, FL, JR. KM, 
SST, aha iX inliresled in pbm OF MR I will r«- 
rfjin Hie ptm sytiem. Tbomas C, Monrer. Ell, Ad 
Church Sr., Wmchetrrm MA 01*90. A17-229. 
1990,_ 

PHtn area rued opponenJi warned for TRC and 

Ckii'&i. I'ffl tacit ms Ckmmt MeCermiek. is 
Cheyenne Lane, VarmthiLli Pan, MA flfflSTJ, 
AITSALKW _ 

T he w ,11 e of ihr riuure! Tlhe American Waiyani, 
ing AuaKsatiun dffen rmjmhSi fflliairnr. 


amtieqr dftnoeslfllC allHhsimy prgmtitalSeu, ctm- 
raiUon'Iouniament tupppu, publmiqHlis. and 
tikS ft. for uny S*,'yrar George Phillies, liI3 
iTtind. KPd. Ann Atbtrr. Ml iSIOI. 
)IS^9*-H3t. _ 

Merro Dtmoi! dmwr* Hive hundred* oF np 
poncmi for 111. AH plies role playing and mans 
0 Ultra, weekly mttiirtp itretsmg fomdly tom- 
panipn. Canvee,rjgeii 1 WX 1 I Jflu Jim Minr. SO* 
H MildtrA, DeaHhlfu, ME 41 IB, J1S-SA3JQS4I. 
Area H# beginner needs ptm or fif oppoiuhl. 
Havt RIL PL BB. SST. hill. Sub, LW, SL Are 
there any elobt in my ata' Mthtd G. Zymta, 
C 3l*2 S. Dun Hwy. m. Flirt. Ml JMfff. 
ni-69t-jrAi 


Where ban all tbe Muskegcyn Wugsnsm gene! 
Wdl n r AX. Alee. BL, Mid, 'G-ad, 3 R. and more 
Hum- afcjour form wig a tlirti. *heie»tr }« fl«7 
Ruberi Goddard, 3J30 Peck, Muskegon. Ml 
W4A, A1A-T33-lteE. 


Adult player war.it pdm opponent, for Ah, PD. 
TRC, fll -rtliefL 10 area a! IX». All lesfers 
answered. Sieve CAnn, |g|* 4l« Si M,W,, 
Rfldwitt, Mf*55901, >771*1.1 IS*. _ 

19 yt. old look mg fpe FtF opp, hi $L. Plf, FL. 
AIW, Arstaoand TRC. On cart,pus.pilfered, gn>lo 
MaMknei Piwa Oppo lb FB wahtrei Bruet 
PiOlro-iki, P.O. I SOU Macikaier College. Si. 
Fflol. MN 531 PC, 6l2-*ar^ ;r,_ 

Fif ufiparwiin -aoled lor DD. BB. SL 'Gf4d. 
Bi s, COI it J JR. Will learn others, am IJ yr. old. 
rnjll pUy 'Grad by nw.l Pflk HarMrit, MO Cher- 
tyvalt, HlaH —oort, MOAJOM, *93-392). 

Fif wargamsng In Ml wgriied Arty |4fld 
AH or oth.cn,. Dm Cornell. IUA Mlsumn, Built, 
_ 

Flf Uppoumts named for SL. and CO]. Ae.y 
gamets m ibe Mdnetwri Cii y-Beinfert artaT D. 
Henderson, P.D. Boe 141. Beaufozi, NC Him, 
HfrttMMIl _ 

Joiii Jersey Warparntrs, Ami. sw|ce mnrsllity 
mepui&i, All gomes, efufc library, loirnariHTiii, 
discounts or, games for memrnrs Ail 1 mem beet, 
PlWdf btE. 4-6 P.m. fob it Tlttlky, 459 WbyneSi., 
Jeraey Ciry, NJ 0731ft. 2nMi12MH _ 

AllmiK Gfturtiy N,J, Sdulh limy Wargameii 
Asson- flf pdajfffs SLr'COl. KM. WSlM, SUB, 
GtllTT, LW, 5ST, I*L, SR. New expanding tluh, 
Herwy j - ftieM. likiit Road, M«ys Landing, 
HJOBW.AOQ 92T-37IW _ 

Culling am SL COl ffeikiF! Jain SCr Semaiio 

Leenange Program. New Ssenarlos Toi COJ 
ivailiHle. need ptayltstlEig. Wdl etehangt nun 
faryounfl For mlo wme; Bi=*n, Matiutas. J J3J 
Ccnir a] Air.. 2nd FL, Ocean Csiy, NJ 0822A. 

Opponents named for rtr.p-bp, errbm Tnrnlon 
area will play any amj all garnet AREA IJW 
(ufltoiedb I ray nr SST, Grad, W'SEM, MR. Jack 
Kerim. Ml Moms A*e„ trenuyn. n; wii, 
A0M93rM0B. __ 

Adult who w arts to play Grad, phm W.l| am-t! 
dll AREA CkmiAOD MiehtH Laytny, »3 Mih 

Sr- Ujuqp Ch>. ft} Q70r, , _ 

Opponents .wanied for SST. No: area rued. 

Average pttytt? Wur play lerfaiiiof ittns Any 
■cenarso. F:f or pbm. Chrk O.Jifs, R .ft. fT Hall 
fcam, Cm Cal StraaFe. f*T l>tm. J« 764a. 


Theei muit be wme gamers uotmd CrfegtMD- 
flffl "rtJp WMirtUs ANZ. '", SL, TRC and 
more. Any clubs near UTfCA-HismeJ Area IJttl 
Tlf. W'.M Cooper. ItamilSnn Cbllogr, Ctsnrrra,. 
nv um. 315 *59-7334 


Need phm npponeoi r« SL. GDI, SUB, ANZ, 
TAC, DO or ita me live pear Upper Heyfosd 
EiktHMl Will play rif AREA rated t30u umried 
Stesro Long. P-O. *yi*2.AI*Ci NV, NT W I94. 

BieA4194_ 

Nosite plfer t247 desrtd p*m FB Non-area 
NYSE unavailable hue. honor ijlim (rt FraflU 
Fieehl Amer Embalty Libena, ATO APO NY 
09155. 


A dull pbrt oppofimis -anted. Rated (jr not. fm 
IJf»pri>*n ! OS*l. OwItrtPH AH games and many 
rtbrfi. Let me know your preference AU Irs- 
tgllWo ir-f-tftd Mike Sladk, MJ7 lleaib Bd„ 
ColdPL, NY 14CM,_ 

Adull w*r| 4 Jiier i29l inki iJull ■.■arnpetitiari; 
have CAE, RW. IH6. Bligi, Ceil’TT. WUI ^ay 
Olftprr gaants as well. FLF only. St me Naalam4«, 
|(»<TLat «1 Avc Ap. IF. Mmcoli. NY UStft. 
5Jd.T4l.2A2l _ 

Wirtftl Wife Op games tlub Ne* York Clay aUa 
am (rwtinf Tor |«14 good eohditiori. 5hS-n 
Stiff, 19 East Mlb a.. New YnrL. NY IDHl, 

Cipcneocrd oon-AR£A«M player Io pSa; 5L. 
CDI. BIS and TRC Ftf prefer Jlassum Iifi 
EasiernffOftl. GwiunsM WtstrrilFtom. Have 
Series 100. Nicholas Jatoby, )» W 14,hSi . API. 
3B, Nf* Toihi NY IMU, 2IM3J^OW. 

Wanted nbm oppocenn for PL- Area I2J0. Will 
iqiwet Nil IHEets AREA riled opponents only 
Richard Boyden. P.G. B 41 JU, RrtCdik. NY 
H43L_ 

Wanted phm tind or (1 f AOC. DP. WAS. V [TF, 
TftC, BIS. JUT'ST, Clad. Area only. FifS}*. 

Ntei only. Wdl aisiwfi jU |«tttt soil. Btadley 
I toward, TIT Emepwa Mt. iiTHfuKi BY 
13304, JlS-4M : 74g4,_ 

Aduli gamer seeks rated pben ggreej in W'SlM, 
TRC, LW, FL. SL ITT^.JR, RVr 1 Area I2D0.AII 
Feiien answered- Hobby C, Sleep. 249F 
Clybpurnc Ed- Apl. D, Cdlumhui. OH 43319, 
AI447tu4jJF.__ 

Average aduli seeks pbra oppanents in PH, aha 
Ilf SL. COI in valley. Dawd tunnril, 2671 N.w 
Grant, Corcallb, Oft 97330, TMdftfl?_ 

Gp|»rwni waiiieJ by non-^uta player of excep- 
Imnal iVi|J M Twim. WSIM.. RW Wo-jld jitcftr 
Ftf play, Al present I Own 19 AH wargames 
Riptiurd ttadfriltr, P.O. Bet J, Sandy, OR 
97D55,lSAS.+tJ7. 

AduJl 3S Sacks Tlf compcuuun in nujas AH games 
iwlHtlln* PL, TRC, jR,SL»COl. Bob Bclamgxr, 
25f» N.E. Ml St. Tioutdale. OR 4Tfl^, 
_ 

bleed pbm ogiporsenU FdtAK. WiI1jiP> 4ll gamev 
10 lb! dr. 1 (b Sty area ruing h 900 Wilt answer aU 
Irtlen, Robert Siviek, 4 A’anm Law, Col- 
■cttrBH.FA LmM.2tLa«9 _ 

AREA Jl i player IrtWBKd in lUtfJblii PB. BB, 
WAT. ot Lufl. Flf many oiheri. rased V VK 
Carlo Arnold, 723 UaLwtml Drl-re- Glcneitilen, 
FA 1903ft, aiJ.«M15g._ 

ta(> mark Area TOO prtr-. Fl f ct pbm 5oi Mid. 
tTTA, SL, CAg. Bn. Me- to fshep YiWr IfllU 
nki't Randy Bfo-n, 4*15 V-tguaia Rd., 
MnchanktlWBg,FAI?IB5, 

Oppometils Waintcd: pbm Bis, COO. C01, Dtp. 
LW. MR, SL. Sub. TRC- Feudal, rthrr 
war*anm. Wnie fur leu. AREA Hied peeftfiri. 
Kwr«rtl Keipinl. Nahcj £. King, 9413 Hilipach, 
Sltwr. Phita .pA 15113. _ 

DGK I*® 4 Ktkv rated pbm AX. Simultaneous 
games situsg my revised CRT and -eekly maiirng 
lyvlcrt [yoii play both tidnj All foes I SOP - gy. 


rtpisd. 1C. Lawson Lll5GistSe., CH-3, CoHwi- 
tl* . SCM02 _ 

Multi-player KM, MR, FB, or rtbets ujugbl by 
yOTMt Adult e-duplr. Cduld Iratd Greenville. 
Cdlunsbia.AL.guua John WneUw*,, 30* ParLet 
Avt , OrtanwrteJ, SC 2964A. g?31»-i2*2 
AREA ralej rtm. Tlf. TAtC DtP W|Q 

gteTtenaasIiT Dip. A ton Chess via phdPf agaiosi 
rtt ®r my somruwf. Fir 'QnA, Jua. Mid. HiB 
Sliwan. 43S7 Buffer Drive-. Mertphsi. Tjt 
JtiaiWi-jiz-ian.______ 

Ndu.taled pbm Ofiptiopnri fw r Gr«J. BL. BB. 
PB. TRC, Any bilk. AU Irtl-CTI answered. Hey 
Memphis-! How wbou: llff Come OUi ®f Ibt 
(Iftkl! Prfrr Mnrisn. IBM K-tetiyshaM, Memptfits, 
7H Jam, _ 

AREA I2DG unterltd deures pbm or flf AK. Am 
0til> Bf*d Vim,. 675 Hardir.g Ft. Apl. D i2, 
Nasjhrfle. TH 37211,6| 3-gJ3^9*3._ 

F«1 HOOd/Killctn/Crnsir gansns wjuirnf far ftf 
boarttgamo evjroiaBy PH. PI, AIW. 1716. Sir 
vv)u al Bimkn dtemll. Ian Sirnu, P.O. Bai 5aa7, 
St Hwd. tX Tg?4a, 5j2vi*7j_ 

Arc LhvTC any opponenis ben?? I have mgyr AH 
games fired *ddR "rth <rt rbH m a fnmiUy 
game. Elnn Matqub. Ill Pm H9. CatVesroq, 
TA TTjSQ, T6I4ilBI__ 

Ward pbm AK. 'Grad, tlrhet ssdf GmtlOCf Jll. 
honril trull-yflui-tawTsf players duly, please. Vr'U 
finish. Stod rislrt qpirtOOs, Hru irtevt it ap- 
plkable. Philip Rennert, 3104 San Sebastian O. 
Ape. B-J24. Hiuibrdn, TS Tygfg. 

15 yr old looking, for dubw fil oppc-neni-i toyday 
Bl. AK. FW, Mid, SST or tW Tints Hfnigt, 
)LK>7 Rip Van Winkle. Mousipp. TK TH&34, 
4frMIM. 


Dip, KM. WSJM. HIS. ItB—muhfplayer game! 
Rated and neit-reied MomFiIj tiw -Envoy". 
SASE for sample. Ray W. Hewifks. HO. Bos 
J4ITT. RichrtrtPil, VA 2JIM, *M<27109IT. 
Hw-rafri novice to nverage ptap« warns phm 
OpfH.iiivrvI lu play Blilssb isdc m AK. Fsomire id 
pul up a good Ik*j|i. Mnrk Sioui. 9B32 flilliqp 
Rd- Belli vac. WA9B0IH, _ 

Flf In Ctwlirx County, I hara CAE, AOC. LW, 
Mid. PB, PL. RW. vn p, 3ft. Sob. IT?*. Grad, 
0b, Bit. TSic, 19W. will Ddiwrr letltrs and tnllt. 
Tueiy Moil lion, UflH n. urn, Helm, W a ■)»:&. 
W-4HL _ 

N«d o;^rtfniv f« SL. PB. PL, TUB. RW, 
AIW, COI. wlB play 4 kIkw games. Al Davis, 

D S. Meirtrilh. Puyallup, WA 9*5 71. *4| |T4r9. 
Pbm Mid, BLs, irsduilmg Coral Sea, Graf Spec 
titiani v. Each pkytr umpires unc game, plays 
■wo. Sreui Meiurie paefereneei- AduUsdrty- TeD 
Alvdotf, 7310.1*10 Ave. N.W . Seattle. WA 
»IJ17. 3)9.714-214*. _ _ 

lb rhete anyuiLy m this world for the poor unloi- 
(tsrtrtt wargampniT wit’hdot an unionod? Ftf 
anyore? WSIM ^b. SST. 5L. COE, T« 
NfuWiardt Buell, U57 Sfisb South, Seattle, WA 
Win. 73J-7QTV, _ 

19 yr. old stdt NT appaneisn. Like mm AH 
games am la.t pla.w lAd like fM.yinj- Atto, Are 
there any tlub, around? Toeq H iU. 373S N. Pnre, 
TaflMM, WA RWjy. Tjadidl. _ 

Cqqudlim im adrti gamer MKs IU opfumeriiv 
AOC, OD, KM,TRC, JR, CAE. C. OgUvie. ISO 
Leuihmred w*H. Sunday. BC vjj ir*a, 
UM#L_ 

Ass was gaming Goht jn Kelrt*r«7 Am Rrtrlyl 
Have BB. SL COJ, MR, PB, 1R. WSI.M, lob, 
BW . ITTfi, TRC and Utherv Barry Lick. 2J15 


CdlllngwoOd Rd,, Kelowna. DC Canada. VIZ 
2Q.?4»4123._ 

Toreirtti AH Enihuuanil LiKikma Tur p>nd 
wargamen imetested In bi weekly nwesiagi and 
Iggreushre tortSprl ilurn Rated w uuiattd play. 
WdfAota dpy and pUqe Anyone rtl«eii(v|7l An 
Luptnarei, 1110 Kipling Ate., thlingloc.OnlaF.d, 
CgjyUi htfB JYMTH __ 

SOI imdefertedr J’n AREA I m end looting fee 
morepdtnlv. If >0urFeudalajminitonottronblr 
ab hearing my iiasuf, liven wnie for jphrt kwrw- 
I unit. I am 1 he Feudal King? The Feudal King, 6 
Slui»n $ 1 St. Cailtti mo. Odigrio, Can ail* L2N 
JJ4. 4l6.M5.mia. _ 

W to pksyt tames :nl;t!«Je’ , Art really drejuine. 
BB. COI. DD, Fr'aO, LW, Mid, iThJ. SL SST. 
sub, JR. Ton. pkare nr Only. Ahv Kaiifalidrs, 
[1 feign 4. Pupvibikq. Arbeov. Ciertt 47;-H4T. 


TO BUY 


For Sale at Trade many AH dankn EnvUuding 
Goad, Sciul SASE f« Ilit Mark ESit. IIJ C 
Aiima*, Fl. Huattouta. A^i5413.&KA5M74J. 

Waffled Jo hvy M l JVfvHkffl (nmlHtl m ^npj 
of rncumbcni edges Js-ded in storage buv lid. O.V. 
■ CBun, P.O . Bo k 15*, Drtfh Valley, CA92J2H. 
Warned? bad huies dE Gnvreal cqniaming Fr u 4U 
ariidcs. Cl«f Vernk eopvrs oF vam* urikLcv Ae- 
repied in lieq nf General itiuei Will pa) 
reasonable prior. John It. Slurm.P.D. *m 2I7J. 
Ft. toning. QA 3J9W._ 

For Sale: 1914. Old Arno bolfi txsmpklc in n- 
redem eoryduicn. WO egeh, John OTkiU. -6TJ 
Kamlle Driv c., Tl. Berruni, GA J|9M. M-24HOI 
Wnnrd The General. Volumes I ihrnugb U7 
OrigrtaU only. Will pay i) each plus pot I age 
Also. krFfrb L-r r 69 Anno (urn: W,|| jigy S3 
ftoherL Kruek, Route I. (tel ifl|. FreH.e View,, 

I L 60069, 311439-3761. 

FoTstki^J HiCGeneral V 5 | ;, No. 5aw| more 

games (some m Geimarjl. Send ilamp tor ltd and 
pneei- I’ll pay pottage Ik USA « AfO'i. I Id 
Egon Hal field. HHB Jr 37 Fa. APO NY 091J2, 
M7.tJ6.J6j;. 

Desperarel Neeyl swo old MiLlorv BrjJLet 
Gimri—"Batlle Cry" and " Btoathide". Name 
Year re*MMiBbfc pise, tiowl ramlrtoir w betttf 
please. All tellers uuwrred. Ena Manem, 
ai]-l9tTiSo., Seilile. WA 9*!**._ 

Opjidner.il warned tor fir Dip games in puin 
Vancouver area Art: I hire imv Dip Clubs id 
lowe.v Arnold W«sd, Art 40* 44 h 11 Avt- 
tfRrtttdrer. BC V3T 4K7. ITMJBl _ 

Lbr «rlkrtrtd lor i»le tochmev fuHar^! toT 
|3S». CiE>- BAD If SO). AU games in tveeilenr 
comHuwi Wme Ur use, Ala® h*re mduary 
hruotry TkhIs and neei-w arginev Andrew 
Webber. 4 Bradbrouh IUI <«. Toronto. Onluso, 
MK FVJ-_ 

Warned: General btek issues Vffl. I to Vol | L/4. 
Will pay rep jifiie jiius peoiigf Mwu He m 
omotfil ion plus variants. All offers answered. W 
Zcnkleler. 3 TaoraV AvrtiM. BeLOut HeiilMk, 
Hnarb Auviralta 5ftMl. 



GENERAL BACK ISSUES 

Only the foituwing GENERA /. Nick isjul-s are available. Prior in S2.00 per isnuii piu* lOTi iHkkUigc and far any selection you make. The index helnw liKim he content* of each issue hy subject matter: fauurcurlicfo 

handling charges up io a maximum posi ugL- chiirgc of S2.EH], <,E\LfiAL poviagc ersuptms may m«f be umr! iuc dcsipniilcd by an *. series replayadre 11 a I iei red. sind ihe number following each issue islhc reader raiiHguf 
for this or other pa rw orders. I3ye io lowquantilk* of some numbers we request that you specify an alternate tbal particular issue. 
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Vol. J2, (No. 1—■*I7'76 1 miscellaneous. Pan/efb-lit/- Chantellorsville, Panarr Leader. Stallnarad. 

Tactics II ... 2.57 

VoL L2, No. 1—"3 Tobruk. Panzerblitz. Hulge. Blatrltrieg. Panzer Leader, Slalin^rad ... 3.10 
Vol. U. No. I—*Caesar—Af«La -3. The Russian Campaign. Luftwaffe, Third Reich. Atab-Israeii Wats, 
Afrika Korps, Panzer Leader . . .3.56 
Vol, 14, No. 1—’Kingmaker -7. Alexander. Squad Leader . . . 3.27 

Vol. I4 t No, 3—*Arab fsraeti Wars -3, Stalingrad, Russian Campaign, Third Reich, War At Sea . , , 3.11 
Vol, 14, bo, 4 'Victory in ihe Pacific *2, Sialirtgrad, Third Reiuh. ftichtofen^ War, 

Jutland. 1776 . . . 2.53 

Vo|. |4, Np, 5— * Squad Leader -3, WS + IM. Russian Campaign, Midway, Siarship Tfoopers, Third 
Reich, Miscellaneous , . .2.71 

Vol. 14, No, 6—'D^Day. PiWoiny in the Pacific, Panzer Leader. Caesar's Legions Tobruk ,3.51 
Vol, 15. Np, 1—*CeiEyslJur^ -3. Squad Leader. Siarship Troopers, Russian Campaign . . . 3.46 


Vp|. 15, No, 2— ‘Panzer Leader, Stalingrad. Third Reich, D-Day, Rail Karon. Victory In The 
Pacific . . . 3.44 

Vol. 15. Np, 3—^* Assault on Crete J. Invasion of Mall a. Russian Campaign, Third Reich, Squad Leader, 
w ar Al Sea, Mist. 3.44 

Vol. L5, No. 4—-Submarine -2, CmMtrr's Legjonjr, PanzerbUli. Third Retch, WS& IM, Squad Leader, 
Waierfoo . . 3,31 

Vol. 15. No, 5—"Midway, WS& IM, Origins— Third Reich, Afrika Korps. D-Day, Squad Leader, 
Feudal, Alexia, War AlSea. Slarship Trooper - 3. 0 

Vnl, IS, No, 6— *Cross of iron 3, Viclory In Ihe Pacific, War Ai Sea. Arab-lsradi Wars. Siarshtp 
Troopers, Panzer Leader . . , 2.66 

Vol. 16. No. I—*Anzio -3. Panzerbliiz. Third Reich, Napoican, 1176, Diplomacy . . . 2.67 

Vol, 16, No. 2—‘Sismarck -4, PauztrbtHz. Afrika Korps. 1716, W r S&IM . 3.2S 

Voi. 16, No. 3—'Panfer Leader. Oom of Iron, War Al Sea, Tobruk. 1716, Midway. Misc 

















































































































MOVEMENT 

Q: When a character executes the first of two 
MOVE phases to enter a Mountain Clearing, does 
he move halfway to the Mountain Clearing or 
docs he stay where he is? If he stays, can he be 
Blocked there before doing the second MOVE? 
A: He stays where he is and he can be Blocked 
after the first move. 

Q: When a character on a pony starts his turn by 
using a MOVE phase to move two Clearings, can 
he Block or be Blocked in the first Clearing he 
enters? 

A: Yes. 

Q: Can a character HIDE and remain hidden if he 
docs other activities (such as SEARCH)? 

A: Yes. 

CHARACTER SPECIAL ABILITIES 

Q: Is the Swordsman’s BARTER ability to roll 
one die whenever he trades (as indicated on his 
card) or to subtract one from the die roll each time 
he rolls (as stated in the rulebook)? 

A: Oops! The card is right; he rolls one die 
without subtracting. 

Q: How many times a day can the Captain use his 
REPUTATION to get an extra phase in a Dwell¬ 
ing? 

A: He gets only one extra phase per day. 

Q: Is PEACE WITH NATURE mandatory for 
the Druid or can he choose to ignore it? 

A: It is mandatory. 

Q: How does the Druid's PEACE WITH 
NATURE work when there are other characters 
in his tile? 

A: PEACE WITH NATURE does not prevent 
monsters from appearing at the end of other 
players’ turns, only at the end of the Druid’s turn. 
If the Druid moved in first no monsters would ap¬ 
pear then, but when the other characters arrived 
they would trigger monsters normally. 

Q: Can the PILGRIM Block or be Blocked by 
Demons and the Imp? 

A: He can Block them but they cannot Block him. 
Q: It seems that when the Witch King is using 
MAGIC SIGHT he cannot find horse counters 
and he must roll a * I’ result to find hidden paths or 
secret passages. Is this correct? 

A: Yes. 

Q: Can the Witch King (or any other character 
who is using MAGIC SIGHT) draw Treasures or 
Spells from a Treasure location pile if he has not 
found that Treasure location and crossed it off? 
A: No. You must have crossed the location off to 
be ’at* it. 

COMBAT 

Q: Can 1 attack with my weapon even if it is 
unready? 

A: Yes. 

Q: Then what good does it do to ready my 
weapon? 

A: Bows and spears inflict more damage when 
they are readied; being ready docs not affect the 
other weapons unless optional rule 2.1 (Weapon 
Times) is being used. (Spears inflict ’Negligible’ 
damage when unready.) 

Q: In Combat, am I limited to attacking oneof the 
monsters, natives and characters who arc attack¬ 
ing me? 

A: No. You can attack someone who is not attack¬ 
ing you, if you wish. 

Q: What happens when two (or more) weapons 
with the same speed and length simultaneously 
strike the same piece of armor? 

A: Both (all) of the attacks inflict damage on the 
armor, but both (all) of the attacks count as hit¬ 
ting the armor—not the character carrying the ar¬ 
mor. EXAMPLE: Four Heavy attacks hit a 
Medium shield simultaneously. The shield is 
destroyed and the target character takes four 
wounds, but no damage is inflicted on the 
character or any other armor he is wearing. 

Q: What happens if I hit a target who is dead by 
the time my attack is resolved (because he was 
killed by someone else’s attack that was resolved 
first)? 

A: Your attack inflicts no damage and you get no 
credit for the kill, but it is still a hit and your 
weapon is unready for the next Round of Com¬ 
bat. 

Q: When a character is wounded and must remove 
a counter from play, exactly what kind of 
counters can he remove? 

A: The character can remove any MOVE, 
FIGHT. MAGIC, DUCK or BERSERK counter 
he has in play as long as he did not play it during 
that Round of Combat. If all of his combat 
counters in play were used during that Round, 
then he must remove one of the counters he 
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played. If all of the character’s counters are 
wounded or fatigued, he must change one of his 
fatigued counters into a wound. 

Q: How do I determine whether I must remove a 
counter due to fatigue during combat? 

A: At the end of each Round of Combat add up 
the asterisks on the FIGHT and MOVE counters 
you played that Round; if you played two MOVE 
asterisks you must remove a MOVE counter, if 
you played two FIGHT asterisks you must 
remove a FIGHT counter, if you played one 
MOVE asterisk and one FIGHT asterisk you must 
remove either a FIGHT or MOVE counter, as you 
choose. If you played only one asterisk or none 
you do not fatigue that Round. 

Q: What counter do I remove when I fatigue? 

A: You can remove any counter you have in play, 
as long as it is the right type and has at least one 
asterisk on it. If you remove a counter with two 
asterisks you can ‘make change’ and bring a 
fatigued single-asterisk counter of the same type 
back into play. 

Q: How much do I fatigue if I play more than two 
asterisks in a Round (by using the POTION OF 
ENERGY to raise my effort limits)? 

A: Each extra asterisk causes you to fatigue an ex¬ 
tra counter that is the the same type as that extra 
asterisk—so if you played four MOVE asterisks 
you would fatigue three MOVE counters, one for 
normal fatigue and two more for the two extra 
asterisks you played. You fatigue the counters one 
at a time, making change as you go. 

Q: How do I fatigue if I play MOVE counters and 
a MAGIC counter (including a transformed color 
counter) in the same Round? 

A: Calculate your MOVE fatigue by counting up 
your MOVE asterisks normally—in other words, 
just ignore the MAGIC counters. The trans¬ 
formed color counter fatigues at the end of that 
Round, and the MAGIC counter fatigues when 
the Spell expires (or at the end of the Round if the 
Spell expires during the Round). 

Q: When does Combat end in a Clearing? 

A: Combat ends if all of the following conditions 
are met for two consecutive Rounds; 

1) No character, monster, native or horse is killed; 

2) no combat counter is wounded or fatigued; 3) 
no Tremendous monster counter is red side up; 4) 
no Spells are Cast. The third condition can be ig¬ 
nored until the THIRD ENCOUNTER and the 
fourth condition can be ignored until the SIXTH 
ENCOUNTER. 

MONSTERS AND COMBAT 

Q: If two Sound counters simultaneously trigger 
the same box of monsters, where do the monsters 
go? 

A: To the counter with the lower number. The 
next box (if any) would go to the next higher 
number, etc. 

Q: Do the LOST CITY and LOST CASTLE 
counters ever trigger monsters? 

A: No. (Unless the ’Deadly Realm’ rules arc being 
used.) 

Q: If a character is hidden when he ends his turn, 
do active monsters on his tile still move tc his 
Clearing and are active monsters from the AP¬ 
PEARANCE CHART still placed on his tile even 
though he is hidden? 

A; Yes. Activated Monsters move into the 
character's Clearing and onto his tile even when 
he is hidden; if he is hidden they will nr* Block nor 
attack him, however. 

Q: In what order do the characters in a Clearing 
choose the monsters that are placed on their 
MELEE sections? This is important when two 
characters want to choose the same monster, since 
the character who goes last can take the monster 
off of the other character’s MELEE SECTION. 
A: The characters select monsters in clockwise 
order around the board, starting with the 
character who moved first that day—the same 
order in which they play MOVE counters to run 
away. 

Q: When a character is moving monsters onto his 
sheet, can he take a red-side-up Tremendous 
monster that is on another character’s sheet? 

A: No! A Tremendous monster that is red side up 
must remain on the sheet where he is located. 

Q: What is the attack time and weight for the 
spear-carrying goblins when the side without at¬ 
tack values is face up? 

A: They do not attack. Blank values mean 
‘negligible’ damage—no attack. 

Q: If the non-red side of a Tremendous monster 
counter attacks, hits and kills the monster’s 


target, is the Tremendous monster still turned red 
side up? 

A: No. 

Q: When the Demon or Winged Demon counter 
attacks, hits and rolls on the POWER OF THE 
PIT table, is it then turned red side up for the next 
Round of Combat? 

A: Yes (unless its target is killed.) 

Q: When two (or more) weapons with the same 
length and attack time simultaneously kill the 
same monster, who gets the FAME for killing that 
monster? 

A: The FAME is divided equally between the 
characters making the simultaneous attacks. EX¬ 
AMPLE: If three characters simultaneously kill a 
10-point monster, it is as if each one had killed a 
monster worth 3 Vi points. If the monster was the 
third kill of the day for one of the characters, he 
would triple his FAME gain and record 10 points 
for his part in the kill. 

Q: What does the circled number on the red side 
of the Tremendous monsters mean? 

A: This indicates that the attack kills automatical¬ 
ly when it hits. The circled number is the attack’s 
time number. 

TREASURES AND ITEMS 

Q: If a character is Blocked before he takes his 
turn, can he still activate, inactivate, abandon 
and/or sell items he is carrying? 

A: No. 

Q; Can I use the DRAGONFANG NECKLACE 
to control another dragon if the dragon I was con¬ 
trolling is killed in combat? 

A: Not until the next day. The necklace can con¬ 
trol only one dragon per day and is still committed 
to that dragon even if it is killed. 

Q: If I sell an item with FAME points on it. do I 
keep the FAME points? 

A: No. The FAME and NOTORIETY points 
belong to the holder of the card (except for condi¬ 
tional FAME, which is gained by the character 
who delivers the card to the proper native group). 
Q: Do the effects of a Potion treasure slop when 
the Potion card is discarded at the end of the day 
or arc the effects permanent? 

A: The effects stop when the card is discarded. 
Q: Are the horses at the CRYPT and MEADOW 
killed if they are discovered in a Cave? 

A: Yes. 

Q: When the Witch King loots one of the 
TREASURES WITHIN TREASURES cards, does 
he use the MAGIC SIGHT table or the table 
printed on the set up chart? 

A: The table on the set up chart. 

NATIVES 

Q: After the native groups are introduced, all of 
the armor and weapon counters arc setup in the 
groups’ boxes at the start of the game. Where do 
the characters get the armor and weapons with 
which they start the game? 

A: Each character takes his starting armor and 
weapon counters from the native box(cs) that con¬ 
tain them. If a character is entitled to a counter 
that is in several boxes he can choose which box to 
take it from—so a character entitled to a helmet 
could take it from the Company. Patrol, Soldiers 
or Guard. 

Q: Can characters buy and sell damaged armor? 
A: Yes, at full price as if it were not damaged. 

Q: What happens if a characater chooses one of 
his own hirelings as the target for a weapon at¬ 
tack? 

A: The hireling’s whole group is no longer under 
hire to that character and he must subtract their 
value from his recorded FAME and NOTORIE¬ 
TY (natives that arc not under hire to him are not 
affected and he doesn’t lose their value). The 
freed natives instantly start fighting like unhired 
natives; freed natives on other characters' or 
natives’ MELEE SECTIONS stay there and at¬ 
tack, but if a freed native is on his own sheet all 
monsters and unhired natives there become un¬ 
committed and all hired natives there return to 
their own sheets— and one of them can take the 
freed native’s counter (if none of them take it then 
the freed native is uncommitted). No one has to 
roll to be battled when natives arc freed, but the 
freed natives’ group battles the owners of the 
sheets where they arc placed and all characters 
who attack a group member, starting at the 
moment they are freed (so at the very least they 
will battle the character who doublecrosscd them 
and all other characters who were attacking them 
at that moment). Since the natives are freed when 
targets are being chosen at the start of the melee 


step, monsters and natives that become uncom¬ 
mitted as a result will not be committed until the 
next Round’s encounter step. At the end of the 
day the freed natives arc returned to the locations 
where they started the game. 

Q: What happens when a character chooses one 
of his hirelings as a target for a Spell? 

A: If it is an attack Spell, it is treated likeaweapon 
attack (see above). If it is any other Spell, the 
native stays hired and things proceed normally. 
Q: What happens if a character places one of his 
hirelings' counters on another of his hirelings' 
MELEE SECTION, so they fight each other? 

A: The owner of the MELEE SECTION stays 
loyal, but the other native is freed (along with the 
rest of his group) as if he were attacked by his 
owner (sec previous two questions). In this case 
monsters and battling natives that become un¬ 
committed are committed again that same 
Round, at the same time that other uncommitted 
monsters and natives are committed. 

Q: If I leave my horse behind when I go into a 
Cave, can 1 leave a hired native with it to hold it so 
I need not search for it when I return? 

A: No. You could leave a hired leader to guard the 
horse by Blocking anyone who moved in and tried 
to search for it, but he cannot hold the horse. (A 
hired captain could hold the horse, as explained in 
optional rule 5.5; also, you would not have to 
search if you cached the horse as explained in op¬ 
tional rule 4.1.) 

SPELLS (GENERAL RULES) 

Q: Can a Spell card at a Treasure location (c.g., 
the Alta), be freed and Cast in the same way Spells 
can be Cast by Artifacts? 

A: No. They can only be learned and recorded. 
Q: Exactly how can a Permanent Spell be broken? 
A: In three ways; I) by killing the target on whorn 
it is Cast; 2) by killing the character who Cast the 
Permanent Spell; or 3) by using a Spell-breaking 
Spell such as REMEDY. 

Q: When a Spell is Cast against a character who is 
riding a horse, does the Spell affect the horse or 
the rider? 

A: Attack Spells inflict damage like weapons and 
so affect the horse, if it is played. Other Spells af¬ 
fect the rider directly although they may include 
the horse in their effects; for example, MELT IN¬ 
TO MIST affects a character and his items, in¬ 
cluding any horses he may have. 

Q: How many times can I use a transformed color 
counter before it fatigues? 

A: Only once, to enchant one tile. Cast one Spell 
or activate one Permanent Spell or Treasure. 

SPECIFIC TREASURES AND SPELLS 
Q: When a character uses the CRYSTAL BALL 
to execute a SPELL phase in a remote Clearing, 
can he use color magic that is present in that 
Gearing? Can he use color magic (including his 
own counters) that is present in his own Clearing? 
A: Yes and yes, the color magic can come from 
either Clearing. 

Q: Can ASK DEMON be used to ask a player’s 
future intentions? 

A: No. 

Q: If ENCHANT ARTIFACT is used to add a 
Spell to an artifact, can that Spell be learned by 
reading runes? 

A: Yes. but only when the ENCHANT ARTI¬ 
FACT Spell is activated. 

Q: Exactly how does MELT INTO MIST affect a 
character? 

A: He cannot do any activities except MOVE 
(with Tremendous carrying capacity), he cannot 
Block nor be Blocked and he cannot attack nor be 
attacked with weapons or Spells. He can use hid¬ 
den paths and secret passages freely as he moves 
(without discovering them). Otherwise he plays 
normally. 

Q: Exactly how docs MELT INTO MIST affect a 
native or monster? 

A: The counter moves around normally but other¬ 
wise is ignored. 

Q: Can counters that have been fatigued because 
of the WITHER curse be rested and brought back 
into play before the curse is removed? 

A: No. The character can rest to change his 
wounds to fatigue but he cannot bring his 
asterisked counters into play until the curse is 
removed. 

Q: Can REMEDY (or a similar Spell) be used to 
break a Spell in the same Round that that other 
Spell is Cast? 

A: No, the target Spell must be in effect at the 
start of the Round. 

Q; If REMEDY is Cast on a character who is suf¬ 
fering from two curses, arc both removed? If the 
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same curse was inflicted twice, arc boih removed 
by one REMEDY? 

A: No and yes. Each time REMEDY is Cast IE 
removes any one curse £e.g M ASHES or 
DISGUST, bui noi both) no matter how many 
limes the curse was inflicted, 

Q: When rolling WISHES, can 1 accumulate 'I 
wish for strength' results so that my attack will in¬ 
flict damage for several attacks in a row? 

A: No. tt is always the very next attack that is af¬ 
fected. 

Q: Where does a garrison native go when I apply 
4 1 wish you were elsewhere' results to him when he 
is already at his starting dwelling? 

A: He stays where he is, 

i}; What are the differences between hiring a 
monster and con I rolling a monster? 

A: Hired monsters arc (reared like hired non- 
leaders—they cannot move, search or Block in¬ 
dependently and they cannot carry items. Con¬ 
trolled monsters arc treated like hired leaders and 
can move, esc. independently and they can be rid¬ 
den if they fly. Hired monsters remain Loyal until 
their term of hire expires regardless of the expira¬ 
tion of the Spells that hired them, while controlled 
monsters slop being controlled when (he Spell ex¬ 
pires, 

FLYING 

Qt How do 1 use a treasure or Spell that allows me 
to fly? 

A: Use it as if it were a MOVE counter; during an 
encounter step you can play it to run away or stop 
someone else from running away, during melee 
you can play it to do a maneuver and during 
movement you can use it to define your carrying 
capacity when you move, except you fly when you 
move. 

(J: What are the values shown on the treasure or 
Spell? 

A: The Letter is the strength letter, showing the 
weight you can be carrying when you use the 
t reasure o r Spel E. The n um ber is the i ime n uni ber, 
which is used like a MOVE counter's lime number 
if the Spelt of treasure is used in a melee or en¬ 
counter .step. The 'FLY' indicates that if you use 
the treasure or Spell to leave the Clearing, either 
moving or running away, you fly from tile to tile 
instead of moving along the roadways, 

Q: How do I use a Spell or treasure to fly away 
during combat? 

A: Play it at the same time and under the same cir¬ 
cumstances that you would play a MOVE counter 
to run away. If IPs a treasure, play the card itself; 
if it’s a Spell play the MAGIC counter you used to 
Cast the Spell, Assuming its time number is low 
enough to escape, instead of running halfway to 
the next Clearing you fly halfway to the next 
tile—you choo&c any adjacent tile, place your 
character counter half on that tile and you must 
start your next turn with a FLY phase either into 
that tile or back into the tile you are flying out of. 
Upon executing that FEY phase you must land 
before continuing your turn. 

(J: Mow do I use it to maneuver or to stop some¬ 
one else from running away? 

Ar You play the treasure card or MAGIC counter 
exactly as if it were a MOVE counter. You do not 
fly out of the Clearing, 

Q: How do 1 use the treasure or Spell to fly from 
tile to tile during movement? 

A: Record FLY phases and when you execute 
them display the card or MAGIC counter that 
allows you to fly, As long as you continue ex¬ 
ecuting FLY phases you do not land; you must 
land as soon as you execute a non-FLY phase or 
end your turn. 

Q: Where do t land in the tile? 

A: Roll a die and land in the Clearing that matches 
the roll. If no Clearing matches the roll, roll 
again. 

Can I Block or be Blocked while flying? 

A; Not until you land, 

Q: What are the differences between the different 
ways of (lying? 

A: HURRICANE WINDS can be used only to fly 
out of a Clearing, and it must be used on the 
Round after it goes into effect, BROOMSTICK 
can be used to fly in any of the ways described 
above and it can be used any time after the Spell is 
Cast and goes into effect, but it can be used only 
once before it expires (if you are flying from tile to 
tile it expires as soon as you land; otherwise it ex¬ 
pires at the end of the encounter or melee step in 
which il is used). The FLYING CARPFT can be 
used repeatedly any number of limes, flying and 
landing, as long as it has been activated that day. 
Characters who are riding flying monsters can (ly 
repeatedly as they move, but they cannot fly dur¬ 
ing combat; characters who have been turned into 
flying monsters can fly repeatedly during move¬ 
ment and combat. 


TRANSFORMATIONS AND 
ENCHANTMENTS 

Q; Can characters who have been transformed in¬ 
to birds, squirrels or frogs Block? Can they stop 
other characters from running away in combat? 
At Yes, yes, 

Q: Can frogs, lions and squirrels move from one 
tile to another? 

A: Yes, but they must use the roadways if they 
move from tile to tile. 

Q: If a frog (or squirrel or Hon) moves Into a 
Clearing without using a roadway, where does he 
go if he runs away during combat chai day? 

A: If he is still a frog (or etc,) he goes into the 
woods in the tile. If he has changed back into a 
character he cannot run away that day. 

Q. If a character moves into a Clearing ott a road¬ 
way that vanishes (because the tile is enchanted 
later thai day), where does he go if he runs away 
that day? 

A: He cannot run away if the roadway has 
vanished or has been changed into a secret passage 
or hidden path that he cannot use. 

Q; Where docs a character go if he runs onto a 
roadway and the roadway vanishes (because the 
tile is enchanted) before he takes his next turn? 
A: If the roadway vanishes or turns into a hidden 
path Or secret passage that the character cannot 
use, he goes on the woods in that tile. 

Q: What happens when a character (not a frog, 
etc,) is not on a roadway or Clearing at the start of 
his turn—where can he go if he starts his turn out 
in the woods? 

A: He must start his turn by moving back to the 
Clearing that he ran out of the previous day—i.e., 
the last Clearing that he was in. 

Q: When a character has been turned into a 
monster (by TRANSFORM or ABSORB 
ESSENCE), docs he move from Clearing to 
Clearing automatically like a monster or does he 
record moves like a character? Similarly, when a 
monster is transformed into a different monster is 
it treated like what it really is or tike what it has 
been changed into) For example, when a wolf is 
changed into a dragon, is it active when the wolves 
are or when the dragons are? 

A; A transformed character still moves like a 
character (except that he must FLY if he has been 
transformed into a flying monster). A trans¬ 
formed monster (or native) acts like what it really 
is—the transformed wolf is active when The 
wolves are, not when the dragons arc. 

Q: Can a character who has been turned into a 
monster or animal {by TRANSFORM or AB¬ 
SORB ESSENCE) still use his weapons, Spells 
and combat counters? 

A: No, he can carry items (subject to the 
monster/animal's carrying capacity) but they 
must be Inactivated, and he must use the 
monster/animal's combat values. 


CAMPAIGN COUNTERS 

Q: There are only six campaign/mission/visitor 
counters to place in the seven boxes on the AP¬ 
PEARANCE CHART. Which box is left empty? 
A: Thai varies from game to game, depending on 
where the players place the counters. The player 
who places a counter can place it in any empty 
box; the box that is left when all six counters have 
been placed remains empty for that game. 

Q: What is the reward for successfully completing 
a campaign? 

A: There is no reward (except for not having to 
pay the campaign cost again). The only benefit 
you get for taking a campaign counter is the 
power you get by having all those allies. 

0= Can a character have one of his hired leaders 
deliver a mission counter? 

A: Not unless optional rule 5.5 is being used, 
because without that rule the leader cannot record 
the gold he would be paid for the delivery, 

Q: Where does a mission or campaign counter go 
when the month ends or the ctaaracter carrying it is 
killed? 

A: The counter is placed in the Clearing where the 
character is located (and the counter is turned 
over If it Is (he end of the month). Characters can 
pick up such counters when they are mission or 
campaign side up; if a character picks up a mis¬ 
sion he determines where he is going and 
calculates his reward all over again, starting from 
the Clearing where he picks up his courtier, 

Q: Can a hired leader pick up a campaign or mis¬ 
sion counter for his owner? 

A: Yes, it travels with the leader, who can give it 
to his owner when they are in the same Clearing, 
but it counts as belonging to the owner—so the 
leader could not take a campaign if his owner (or 
any of the owner’s other hired leaders) already 
had a campaign thai month. 


CONTEST NO. 92 

It is the Combat Portion of the day in a game of MAGIC REALM and 
four characters—the White Knight, Black Knight, Berserker and Swords¬ 
man—are battling a Tremendous Troll, a Tremendous Dragon, one goblin 
with a spear, one goblin with a sword, one Rogue with a bow and the £ B5* 
Bashkar without a horse (assume the Rogues are battling all of the 
characters). The question is: how can the characters coordinate their plays 
to kill all of the monsters and Rogues without having any oT the characters 
killed in the process? 

THE SITUATION: The characters have all of their listed fourth-stage 
equipment and counters (no Spells) and nothing else. It is the start of the 
first Round of Combat and all of their weapons are unready. The Berserker 
is nol Berserk. 

OPTIONAL RULES: Optional rules 2.1 Weapon Times, 2.3 Armor 
bonus, 2.6 Weapon Length, 3.1 Armored Monsters and 3,2 Heads and 
Clubs are all in effect. 

THE PROBLEM: Specify each character's play for the first Round on 
the chart below, and we will assume you know the continuation that will 
eventually kill all of the monsters. You must specify the attackers each 
character takes onto his sheet, the target he attacks (whether on his own 
sheet or another's), the FIGHT counter he plays and the direction he plays 
it in and the MOVE counter he plays and the direction he plays it in; you 
must also specify where the Black Knight plays his shield. 

LUCK: Always assume the worst possible die roils when assigning at¬ 
tacking non-characters to their directions, when rolling for changing tac¬ 
tics and when rolling for the archer's MISSILE attack. Exception; You 
may assume that sometime during the first five Rounds of Combat the 
Troll will roll CHARGE/THRUST, but you do not know exactly when 
(hint: this is so you can eventually match directions with him). 

THE MONSTERS: 


THE CHART: 

White 

Knight 

Berserker 

Swordsman 

Black 

Knight 

Attackers: 





Target; 





Attack: 

FIGHT and 

direction 





Maneuver: 

MOVE and 

direction 





Shield 

direction: 



Ten winning entries will receive certificates redeemable for free AH 
merchandise. To be valid an entry must be received prior to the mailing of 
the next GENERA Lund include a numerical rating for the issue as a whole 
as well as list the best 3 articles. The solution will be announced in the next 
issue and the winners in the following issue. 


Issue as a Whole.., (Rate from 1 to 10, with 1 equating excellent, 10 - terrible) 


3 


NAMfc _ . _ . . . —_ _ 

ADDRESS _ ___ 

o Tv __srAtt_ .nv 






















THE GENERAL 


HITS AND MISSES 

To see whether an attack hits, compare the weapon and 
FIGHT counter played by the attacker 1 to the MOVE 
counter (or horse) played by his target,* Cross-index the col¬ 
umn naming the FIGHT’s direction with the row that 
names the MOVE'S direction and that describes how their 
times compare to see if the attack hits or misses. 

Which 

counter Dtreciion of FIGHT 

has the lowest 

time Direction 


number? 1 

of MOVE 

Thrust 

Swing 

Smash 

Fight/we- 

apon* 

any 

HIT 

HIT 

HIT 

Move/horse. 

CHARGE 

HIT 

MISS 

MISS 

or the 

[dodge 

MISS 

HIT 

MISS 

times tic 

' DUCK 

MISS 

MISS 

HIT 

no MOVE /horse is played 

HIT 

HIT 

HIT 


Each attack that is a MISS is removed and its weapon is 
turned ready side up. Each attack that is a HIT is left to be 
resolved Later; its weapon will be turned unready side up at 
the end of the Round, 

1. If ihe attacker is a monster or native his attack lime and red bos 
determine the time and direction of his attack. 

2. If I he target is a monster or native his move time and red bos 
determine the lime and direction of his maneuver. If a target native 
plays a horse the horse's time and red box are used instead of the 
native's. 

3. If the attacking weapon shows a time number use ihe weapon's 
time number instead of the FIOHT counter’s number. (Use only if 
Weapon Times rule is being used.) 


TRANSFORMATIONS 


This chart indicates what colors of magic are created 

when MAGIC counters arc 

transformed 

MAGIC 

When Transformed 

MAGIC/color needed 

type: 

il becomes: 

to enchant any tile: 

1 

WHITE 

1 and WHITE 

H 

GREY 

II and GREY 

HI 

GOLD 

Uland GOLD 

IV 

PURPLE 

IV and PURPLE 

V 

BLACK 

V and BLACK 

VI 

(not allowed) 

(not allowed) 

VII 

(not allowed) 

(not allowed) 

VIII 

(not allowed) 

(not allowed) 


DWELLINGS AND GHOSTS 


Warning 

Counter 


Dwelling 

Ghosts 


Garrison 


STINK V 1 INN Rogues 

SMOKE V HOUSE Soldiers 

DANK V’ CHAPEL Order 

RUINS V J GUARD POST Guard 

BONES V two ghosts 

STINK W 1 L CAMPFIRE 

SMOKE W 1 S CAMPFIRE 

Dwellings and ghosts are always placed in the highest numbered 
Clearing that connects back to the BORDERLAND 
Notes: 

1. These counters are turned up at the start of the game. 

2 These counters are te ft dpw n unt il t hey a re s u rned u p during pla y , 


VISITORS 

This chart indicates the items for which the visitors will ( 

pay extra gold. 


Visitor 

counter; 

Pays 20 gold for: 

Pays 50 gold for: 

Scholar 

Shaman 

Crone 

Warlock 

All artifacts 

Glimmering Ring 
Beast Pipes 
Enchanter's Skull 

All Spell Books 

Scroll of Nature 

Black Book 

Book of Lore, Scroll of 
Alchemy 


Z 

O 

Mission 

counter: 

Clearing where 
picked ud; 

Destinations: 

53 

rf\ 

Escort Party 

At Chapel 

Guard post 



Anywhere except 

5 


Chapel 

Chapel 


Food/Ale 

At Inn 

House 



Anywhere except 



Inn 

Inn 


LIST OF MONSTERS 

This list summarizes ihe values and attributes of each monster. 


Monster; 


Value: 


T, Flying Dragon 

(Head of) 

T, Dragon 
(Head of) 

Giant 
(Club of) 
Octopus 
T. Spider 
T, Troll 
T, Serpent 
Demon 

Winged Demon 

Dragon 

Flying Dragon 

Spider 

Troll 

Serpent 

Giant Bat 

Ghost 

Imp 

Goblin 

Wolf 

Viper 

Ogre 


Vulnerability: 


Special: 


12 

10 

10 

8 

10 

10 

10 

10 

6 

6 

4 

6 

6 

4 

1 

2 

l 

1 

2 

l 


Tremendous (armored) 

(cannot be attacked) 
Tremendous (armored) 
(cannot be attacked) 
Tremendous 
(cannot be attacked) 
Tremendous 
Tremendous 
Tremendous (armored) 
Tremendous (armored) 
Tremendous 
Tremendous 
Heavy (armored) 
Heavy (armored) 
Heavy 

Heavy (armored) 

Heavy (armored) 

Heavy 

Medium 

Medium 

Medium 

Medium 

Medium (armored) 
Medium 


has ‘head 1 counter 

attacks separately k 
has "head' counter 
attacks separately 1 
has "club 1 counter 
attacks separately 1 


POWER OF PIT attack* 
POWER OF PIT attack 1 


stays in same Clearing 
CURSE attack* 
blank spearcarriers don't at¬ 
tack 3 


Notes: 

L The head or club must attack the same target that the body attacks, bin it must attack from a different direction. 

2. When the monster's attack hits white the monster counter s red side is down, the attack is resolved by rolling on the indicated Spell 
Table, 

3. Goblins carrying spears do not attack when they are pink side up. 


LIST OF NATIVES 

This list summarizes the natives and indicates the composition of each native group. 


Natives Per Group: 


Native: 

Value: 

Vulnerability: 

Weapon: 

R: 

S: 

O: 

G: 

C: 

W: P: 

L: 

B: 

Knight 

8 

Tremend (armor) 

B. sword 

— 

— 

4 

— 

— 

— — 

— 

— 

Great 

Swordsman 

4 

Heavy (armor) 

G. sword 

— 

1 

— 

3 

i 

— —' 

— 

— 

Pikeman 

2 

Medium (armor) 

Spear 

— 

2 

— 

— 

3 

— — 

— 

— 

Short 

Swordsman 

2 

Medium (armor) 

sword 

1 

— 

— 

— 

2 

- 3 

— 

— 

Crossbowman 

2 

Medium (armor) 

Crossbow 

— 

I 

— 

— 

1 

— — 

— 

— 

Archer 

2 

Medium 

M. bow 

1 

— 


— 


3 — 

— 

— 

Lancer 

2 

Light 

Spear 







4 

— 

Raider 

2 

Light 

S. sword 








6 

Swordsman 

I 

Medium 

T. sword 

2 








G. Axeman 

4 

Heavy 

G. A xe 

2 








Assassin 

1 

Medium 

S, sword 

2 









Total Na lives in Group: 
Total Value of Group: 


8 4 4 3 7 3 3 4 6 

16 10 32 12 16 6 6 8 12 


CAMPAIGNS 

This chart lists the cost, allies and enemies for each campaign counter. 


Campaign 

Counters: 



QUEST 

PILLAGE 

RAID 

WAR 

REVOLT 

CONQUEST 

COSTS: 

2D Not. 

5 FAME 

10 FAME 

10 FAME 

10 Not. 

40 Not. 

40 Not, 

ALLIES: 

ORDER 

BASHKARS 

LANCERS 

WOODFOLK 

SOLDIERS 

GUARD 

PATROL 

LANCERS 

WOODFOLK 

BASHKARS 

ROGUES 

SOLDIERS 

GUARD 

PATROL 

COMPANY 

ENEMIES: 

Dragons 

PATROL 

SOLDIERS 

BASHKARS 

ROGUES 

COMPANY 

BASHKARS 

ROGUES 

SOLDIERS 

GUARD 

PATROL 

ROGUES 

LANCERS 

WOODFOLK 

BASHKARS 

COMPANY 




































THE GENERAL 


TABLES OF SEASONS 


WEATHER 


MONTHLY SEASONS 

CAMPAIGN COUNTERS 

CLEAR 

SHOWERS 

STORM 

SPECIAL 

L CHRISTMAS: Light iirow swirls to 1 fa is the frozen earth 

71 h Day WHfFE Magic 

Mountains- 3 phases to enter 

DtYtl LINGS. 

FOOD. AL E at INN (mission to CHAPF.L) 

BOXES: 

QUEST on 'SHRINE' 

SHAMAN on-ALTAR' 

SCHOLAR on PATRQ1 ' 

CRONE on’BASHKARS' 

'Cold’ 

normal 

'Flumes’ 

S days 

4 phasev'day 
(] bonus phase in 
caves. Dwellings) 

'Snowstorm' 

4 days 

3 ptiasCv day 

12 bonus phases tn 
eaves. Dwellings) 

'icy W inds' 
itormal 

fatigue 1 * due 

1. ICE: tee- trusted sno w- underfoot and sitii, frigid air 

7th Day: Black Magic 

Moutitains; 4 phases lo enter 

DWELLINGS: 

FGOD/ALE at INN (mission to GUARDHOUSE) 

ESCORT PARTY at CHAPEL (mission to INN} 

BOXES: 

SCHOLAR on PATROL' 

CRONE on ‘BASHLARS’ 

CONTINUING CAM?AIGNS: 

QUEST on SHRINE' box 

Cold 

normal 

‘lee Storm' 

4 days 

4 phases/day 
(2 bonus phases in 
eaves, Dwellings} 

'SnovrsTorm 1 

4 days 

3 phases, day 
(2 bom.* phases in 
caves. Dwellings) 

‘F rigid Air‘ 
normal 

fatigue 4* dity 

3. SNOW■ Deep drifting ttmw blanket* she world 

7th Day: PURPLE Magic- 
Mountains; 4 phases to enter 

DWELLINGS: 

FOOD/ALE ai INN (mission to HOUSE) 

BOXES. 

ESCORT PARTY on ‘COMPANY - Emission to CHAPEL) 
SCHOLAR on PATROL' (mission lo 1. CAMPFIRE) 

CRONE on ’BASH KARS’ 

CONTINUING CAMP AICNS 

QUEST on SHRINE' box 

'Snowdrifts' 

S days. 

4 phases-'day 
(1 hontts phase lit 
eaves. Dwellings) 

‘Sleet - 
5 days 

3 phases/day 

1 bonus phase in 
eaves, Dwellings) 

’Snowstorm’ 

4 days 

3 phases/day 
(2 bonus phases m 
caves. Duellings) 

Bli/jaftl’ 

1 days 

2 phases/day 

(4 bonus phases in 
caves. Dwellings.) 

4. EASTER: Melting snows and late blizzards 

7th Day: M-W/TE Magic 

Mountains: 3 phases to enter 

DWELLINGS: 

FOOD. ALE at INN (mission to CHAPELJ 

BOXES: 

WAR on PATROL' 

SHAMAN on ’ALTAR' 

SCHOLAR on LANCERS' 

CRONE or. BASH*A RS - 
CONTINUING CAM PA /CAS 

QUEST on SHRINE - ho* 

“Cool’ 

normal 

'Showers’ 

5 days 

4 phases/day 
(1 bonus phase in 
caves. Dwellings) 

'Snowstorm' 

4 days 

J phases/day 
(2 bonus phases in 

caves, Dwellings) 

'Sofl Ground 1 

normal 
t anrUK HIDE 

5. FRESHET: flooding and mud as jnow melt and cold rams run ofj 
7th Day: GREY Magic 

Mountains; 2 phases lo enter 

DWELLINGS: 

ESCORT PARTY at CHAPEL (mission to GUARDHOUSE) 
BOXES: 

ENCHANTER on COMPANY’ (mission to CRAG4) 

SCHOLAR on 'LANCERS' (mission to INN) 

REVOLT on WOODFOLK’ 

CRONE on’BASHKARS' 

CONTINUING CA MPA /CAS. 

WAR at GUARDHOUSE 

’Cool' 

normal 

‘Showers' 

5 days 

5 phases/day 

’Rain' 

4 days 

6 phase*'day 

'Flooding’ 

3 days 

b phases.'day 

6. SPRING: Up rums and blossoms bloom in milder weather 

7th Day: GOLD Magic 

Mountains: 1 phases to enter 

LOCA T/ONS: 

ENCHANTER at CRACM 

BOXES: 

ESCORT PARTY on ‘LANCERS 1 (mission ao GUARDHOUSE) 
SCHOLAR on PATROL' (mission to GUARDHOUSE} 

CRONE on 'BASHKARS' (mission to SHRINE} 

CO NT IN if INC CAMPAIGNS: 

WAR at GUARDHOUSE 

REVOLT on 'WOODFOLK' box 

"Warm 

normal 

'Showers 

6 days 

5 phases/day 

‘Rain’ 

* days 

4 phases/day 

J Beautiful’ 

7 days 

5 phases/day 

7. MIDSUMMER' Full, green trees m tong, sunny days 

7 th Day : All colors except K HITE 

Mountains: 2 phases to enter 

LOCA LIONS- 
ENCHANTER on CRAG 1 

BOXES 

PILLAGE on 'BASHKARS' 

CONQUEST on 'PATROL' 

SHAMAN on ALTAR 

CRONE on SHRINE’ 

CONTINUING CA MPA IGNS 

REVOLT on ’WOODFOLK’ box 

Warm' 

7 days 

5 phases/day 

‘Showers’ 

normal 

'Soft Ram - 
nornisl 

■Nuts and Bernes' 

7 day s 

5 phases-day 

8. HIGH SUMMER Hot. clear days 

7th Day: GOLD Magi* 

Mountains; 2 phases lo enter 

LOCA T/ONS: 

ENCHANTER on CRAG-1 

BOXES: 

RAID on LANCERS' 

SHAMAN on ALTAR- 
CONTINUING CAMPAIGNS 

CONQUEST at GUARDHOUSE 

PILLAGE on BASH KARS’ bo* 

REVOLT on WOODFOLK - box 

‘Warm’ 

normal 

‘Showers’ 

normal 

‘ H 111 ’ 

5 days 

5 phases/day 

Heat Wave- 
normal 
fatigue 1 *day 
/Woods Clearings nniyl 

fl. SWELTER. Very hot. humid and still ad 

7th Day: PURPLE Magi, 

Mountains; 2 phases to enter 

LOCI TIONS. 

ENCHANTER at CRAG-1 

BOXES 

SHAMAN on ’ALTAR’ 

SCHOLAR on ‘PATROL’ 

CONTINUING CAMpA IGNS: 

CONQUEST at GUARDHOUSE 

REVOLT on WOODFOLK’ box 

RAID on LANCERS - box 

Hot' 

5 days 

4 phases/day 
(1 bonus phase itt 
eaves, mountains 

’Showers' 

normal 

1 Th under si orm’ 

7 days 

3 phases day 

'Lightning Storm' 
normal 

wound 4 counters, day 
{Mountain Clearings oniyt 

10. H A R v EST : Golden fields of ripening traps 

7th Day: CftET Magic 

Mountains: 2 phases to enter 

LOCATIONS: 

ENCHANTER cm CRAG-] (mission to ENN) 

BOXES: 

ESC ORT PARTY cm ’PATROL' (mission to GUARDHOUSE) 
CONTINUING CAMPAIGNS: 

CONQUEST at GUARDHOUSE 

REVOLT on ‘WOODFOLK - box 

RAID on LANCERS’ box 

PILLAGE on/BASHKARS' box 

Warin' 

7 days 

5 phases/day 

"Showers' 

normal 

‘Ram" 

7 days 

i phases/day 

'Ripening' 

7 days 

5 phases day 

ID AUTUMN: Bright Ik- colored leaves on frosty mornings 

71 h Day PURPLE Magic 

Mountains: 2 phases to enter 

DWELLINGS. 

ESCORT PARTY at GUARDHOUSE (mission to S CAMPFIELD) 
FOOD/ALE at HOUSE (mission lo ENN) 

BOXES: 

CRONE on ’COMPANY' (mission to SHRINE) 

CONTINUING CAMPA IGNS: 

REVOLT on ' WOODFOLK - box 

PILLAGE on BASHKARS' box 

'Cool' 

normal 

‘Showers’ 

normal 

'Cold Rain' 

7 day* 

3 phases/day 

‘Autumn Summer’ 

7 days 

5 phases/day 

II. HALLOWEEN: IJead leaves blowing in long, cold nights 

7th Day: AH colors 

Mountain's: l phases to enter 

LOCA TIONS: 

ENCHANTER al CRAG 1 

BOXES: 

SHAMAN on ALTAR' 

CRONE on SHRINE- 
QUEST on ’PATROL' 

CONTINU/NG C AMPAIGNS 

PILLAGE on 'BASHKARS' ho* 

Cold 

normal 

Cold Showers' 

7 days 

4 phases/day 

Cold Rain' 

7 days 

3 phases/day 

’Blowing 1 eaves' 
normal 
cannot PEER 

IF- DESOLATE: Cold rams on barren trees and ground 

7th Day; GREY Magic 

Mountains: 2 phases locmei 

BOXES: 

SHAMAN or. ALTAR- 
CRON h On ‘SHRINE’ 

CONTINUING CA MPA IGNS: 

QUEST on'PATROL’box 

Cold’ 

norms! 

'Flurries' 

5 days 

4 phescs/day 
( 1 bonus phase (n 
eavci. Dwellings] 

'Freezing Rain,' 

7 days 

3 phases/day 

‘Early Snow' 
normal 
eanmti N/Dt 




